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1 IRK QUEST 


The unthinkable has happened — a renegade 
from the Temporal Corps has stolen a time travel 
machine and gone into the past to alter critical 
events in human history. Only you can prevent 
this madman from rewriting history and destroy¬ 
ing current civilization. 

A high speed chase through time, TIME- 
QUEST is a classic adventure game that features 
pageantry, danger, and puzzle-oriented adventure. 
The game is epic in scope, spanning four continents 
and three thousand years — from Stonehenge to 
Hitler. 

Criss-crossing time and space, you will travel 
to England, Rome, Peking, Cairo, Babylon/ 
Baghdad, and Mexico from 1361 BC to 1940 
AD, meeting Caesar, Hitler, Napoleon, Genghis 
Khan, Attila the Hun, Cleopatra, Michaelangelo, 
and many others. 


Rome 1940. Fool 
Hitler and Mussolini into 
thinking that Churchill 
has surrendered. 


England 452 A.D. 

Escape a death-blow from 
Riothamus. the real-life 
King Arthur. 


"Legend is the company 
that finally got the adven¬ 
ture game interface 
right.” — Computer 
Gaming World 



Written by Bob Bates, author of Sherlock: The Riddle 
of the Crown Jewels and Arthur: The Quest for Excalibur, 
TIMEQUEST is the latest from Legend Entertainment, the 
company that brought you the hit game Spellcasting 101: 
Sorcerers Get All the Girls. A treat for science-fiction fans 
and adventure enthusiasts alike, the game features: 

□ high resolution EGA graphics 

□ superb musical score featuring RealSound as well as 
Roland and AdLib support 

□ unique Legend screen design with pushbutton options 

□ menu driven parser 



P[| LEGEND" 

# ENTERTAINMENT COMPANY 


Marketed by MicroProse Software, Inc. 

ORDER DESK 1 -800-879-PLAY 
9:00 AM-5:00 PM Monday-Friday 

160 Lakefront Drive • Hunt Valley. MO 21030 
©1991 Legend Entertainment Company. TIMEQUEST is a registered 
trademark of Legend Entertainment Company. ALL RIGHTS RESERVED. 
EGA graphics shown above. Actual screens may vary. 















SCR-E-E-E-CCHM Your wheels lock up and squeal as 
\ you fly into the hairpin turn. 

; BA-BOOM... BA-BOOM! You bob and weave furiously 
| to avoid the deafening and deadly anti-aircraft guns. 

TA DA-DA DAAA! And that black hole seems a whole 
[ lot darker with this music playing. 

What?! You mean your games don’t sound anything like 
C this? Then listen up, because you need the Ad Lib Card. It's the 
' digital synthesizer card that makes your games come alive! 
Check this out Ad Lib brings room-filling music and a huge range of 
digitized and synthesized sound effects right to your favorite PC games. 
No more beeps and buzzes-the Ad Lib Sound is rich and full. 


In fact Ad Lib sounds so awesome, it's become the industry standard 
for PC games. Today's top publishers are creating fantastic new games 
using Ad Lib Sound right now. But accept no substitutes-because 
when it comes to sounding great and working with the hottest games, 
no one can touch Ad Lib. 

Look for ads and games that have the "Ad Lib Sound" sticker t 
or logo at your software dealer. Or call us for the ever-growing 
list of games with spectacular Ad Lib Sound at 1-800-463-2686. 

Add the missing dimension to your games with the Ad Lib 
Card. Then get ready to open your ears, and blow your mind. 

IBM PC and Micro Channel versions available. 


Ad Lib Inc, 50 Stamford Street, Suite 800, Boston, MA 02114. 1-800-463-2686 in U.S. or Canada. 1-418-529-9676 International. Fax: 1-418-529-1159 


AdLib 
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DANCING ON THE HORIZON 


We're excited by this issue. If 
you take another look at our 
cover, you'll see why. We've 
featured several important late- 
breaking stories, and we have 
exclusive coverage of some ex¬ 
citing products you'll see in the 
weeks and months ahead. 

The latest title from 
Broderbund's award-winning 
Carmen Sandiego series is on 
the way. We were impressed 
by our first look at an early 
version of Where in America's 
Past Is Carmen Sandiego?. It 
appears that Carmen has a 
strikingly bold new look. For 
details, see p. 6. 

Our cover story on Mario 
Andretti's Racing Challenge is an 
exclusive closeup look at a solid 
and exciting new simulation 
from Electronic Arts. We also 
had a chance to talk with the 
very candid and captivating 
Mario Andretti about his in¬ 
volvement with the game and 
about his racing career. The 
complete story starts on p. 10. 


Because you're a game 
player, you are no doubt inter¬ 
ested in PC sound and graph¬ 
ics. Ad Lib's soon-to-be-re- 
leased Gold Sound Adaptor is 
the most versatile and power¬ 
ful sound card on the horizon. 
And the next time you buy a 
VGA card or a PC with built-in 
VGA, check to see if it includes 
the new DAC chip from Edsun 
Labs. The results are pretty 
amazing. For details on both of 
these products, see p. 18. 

If you're not in the market 
for the latest in PC technology, 
however, you might be inter¬ 
ested in our feature, "Teach 
Your Old PC New Tricks." Here 
we've highlighted a variety of 
ways you can optimize your 
system to better enjoy playing 
many of today's memory-hun¬ 
gry games. 

Finally, to those who have 
written, thanks. We want to 
continue to hear from our 
readers — so please keep those 
letters coming. 

Lance Elko 
Editorial Director 
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Make The Purr Or 
Miss The Cut... 

Crouch down and read the green. The only thing between you and the final 
money rounds is fifteen feet of landscape that's flat to everyone but a golfer. Will 
a hard break turn into heartbreak? Join the PGA TOUR® and find out for yourself. 



The pressures of a PGA TOUR® pro 

Play in real tournaments on real courses: 
Ife TPC at Sawgrass, TPC at Avenel, and PGA 
West Stadium Course. Bonus course— 
tournament-tough Sterling Shores. 
Compete against 60 PGA TOUR pros in 
four round tournament play. Pro stats 
modeled after real players' scores. 

Fight to finish in the money. Keep track 
w 1 of the top cash winners through the 
Leading Money Winners board. 


The best of live action TV coverage 

Panoramic fly-by shot and look-back view 
give you real TV-style coverage. 

Ten featured PGA TOUR pros give per- 
%► sonal insights on each hole. 

Check the leader board at any time for 
the latest in TOUR standings. 

Announcers keep you posted on impor- 
tant shots and changes in standings. 


Accurate and addicting 

Unique 3D topographical grid lets you 
Wfc read the contours of the greens. 

Select special shot options like chip, 
punch and fringe putting. 

Club selection and ball lie affects spin on 
%• the ball. 

Track your own statistics in real PGA 
TOUR categories like driving accuracy, 
par breakers, and putting average. 




ELECTRONIC ARTS® 


HOW TO ORDER: 

Visit your retailer or phone with V1SA/MC:USA or Canada, 
800-245-4525, Mon-Fri, Bam-5pm Pacific Time. IBM and compatibles 5.25" 
version $49.95 (3.5" available). Screen shots represent IBM version. IBM is a 
registered trademark of International Business Machines Corporation. 
TPC is a registered trademark of PGA TOUR®, INC. 
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WHERE IN AMERICA'S PAST IS CARMEN SANDIEGO? 



The award-winning and 
popular Carmen Sandiego series 
of mystery exploration games 
from Broderbund Software is 
off and running again with an 
engaging, well-crafted romp 
through time and space called 
Where in America's Past Is 
Carmen Sandiego? This newest 
addition, arriving soon on store 
shelves, is graphically more 
advanced than previous 
Carmen programs and has a 
superb collection of sound ef¬ 
fects and music for owners of 
PCs with AdLib, Sound Blaster, 
or Tandy 3-Voice and Digital 
Sound capabilities. 

For those unfamiliar with 
this long-running series. 
Carmen Sandiego and her gang 
of criminals have led computer 
sleuths of almost all ages on a 
series of detective adventures 
across continents and periods 
of history. Game players must 
ferret out the criminal's from a 
variety of clues before the cul¬ 
prits can steal any more his¬ 
torical artifacts, works of art, 
national landmarks, and other 
cultural items. 

Using resource materials 
packaged with the programs, 
such as "The New American 
Desk Encyclopedia" ( Where in 
Time Is Carmen Sandiego?) or 
"The Rand McNally Concise 
Atlas of Europe" ( Where in Eu¬ 
rope Is Carmen Sandiego?), the 
games are fascinating as well 
as fun. And along the way, they 
invisibly impart a wealth of 
geographical, historical, and 
cultural information. 

The latest Carmen is a crime 
spree through American his¬ 
tory, with Carmen's gang 
stealing just about anything 
they can get their hands on. To 
aid your efforts at stopping this 
thievery, the game comes with 


a specially published edition of 
the book, "What Happened 
When: An Essential Collection 
of Facts & Dates from 986 to 
Today," by Gorton Carruth. 

Also vital to your efforts is 
the new and improved 
Chronoskimmer 450SL time- 
and-space machine that enables 
you to hop from clue to clue in 


search of the villains. Where in 
America's Past? incorporates a 
number of game-play en¬ 
hancements that let you travel 
where and when you wish at 
any time in the game. The net 
effect is to make this Carmen 
game even more challenging 
and versatile. 

The graphics are excellent. 



especially the dozens of loca¬ 
tions and digitized historical 
photos that pop up throughout 
the game. Following the clues, 
you move around the nation 
via a U.S. map that's divided 
into geographical sections. Se¬ 
lect a section of the country, 
and the individual states are 
shown in relation to one an¬ 
other, along with their dates of 
entry into the Union. The map 
showing the states changes de¬ 
pending on what period of time 
you happen to be in. 

Stretch the Bloodhound is 
a new series character who pops 
up at the beginning and the 
end of the game, continuing 
the clever and humorous ap¬ 
proach that's been a hallmark 
of the Carmen games. The ani¬ 
mated sequences are also cute 
and well-designed. You can 
play the new game on PCs 
ranging from the XT on up 
through the latest power ma¬ 
chines, and the graphics can 
accommodate Hercules, CGA, 
EGA, or VGA displays. 

This is an exciting new 
addition to the Carmen series, 
with refinements and enhance¬ 
ments that should make 
Carmen Sandiego an even more 
popular thief to catch. 

—S.B. 

































OIL’S WELL 


THE MED CONFLICT: 
HARPOON BATTLESET 3 



What's a petrosaur to do? Poor 
Slater was minding his own 
business, happily sunning 
himself (as petrosaurs are wont 
to do), when progress reared 
its ugly head. An oil conglom¬ 
erate has targeted Slater's 
home for exploitation, and 
going underground has only 
postponed the petrosaur's fate. 
Now, if you think the object of 
Oil's Well from Sierra is to help 
Slater and his buddies, think 
again. In a novel twist quite 
representative of the mental¬ 
ity of the '80s, your job is to 
drill into Slater's stomping 
grounds in a manic hunt for a 
bounty of black gold. 

Sound like an object les¬ 
son from Michael Milken? 
Well, it's not quite that cold- 
hearted. You do drill for oil 
and other sundry items in Oil's 
Well, but you're not really out 
to torment poor Slater. Of 
course, in this kind of operation 
some casualties are to be ex¬ 
pected. Slater seems to manage 
quite well throughout the 
game, however, as evidenced 
by the neat segue cartoons be¬ 


tween each level. Does he live 
happily ever after? That's for 
you to decide. 

Equipped with a drill, you 
try to make your way through 
the underground strata where 
oil deposits and valuable min¬ 
erals called petromins are lo¬ 
cated. Trouble is, there are also 
critters who'll eat your pipe, as 
well as explosive mines that will 
put you out of business per¬ 
manently. When you've snag¬ 
ged every petroleum pellet on a 
level, you'll progress to the next, 
for a total of eight levels. 

There are some great 
graphics here, along with a nice 
sound track (if you have a sound 
board). Oil’s Well is one of the 
new breed of computer arcade 
games that offers high produc¬ 
tion values and smooth play. 
There's a bit of incongruity be¬ 
tween the game's cute appear¬ 
ance and its premise, but that's 
something for you to judge for 
yourself. Considered strictly as 
a arcade game, Oil's Well is a real 
gusher. 

—G.M. 


Battleset 3 for Three Sixty's 
highly acclaimed naval war 
game Harpoon takes you into 
new and unusual waters. While 
Battleset 1, included with Har¬ 
poon itself, covered the 
Greenland-Iceland-United 
Kingdom corridor, and Battleset 
2 offered you the challenge of 
the North Atlantic and its con¬ 
voy system. The Med Conflict 
places you in the eastern Medi¬ 
terranean, near the entrance to 
the Black Sea. 

Sixteen scenarios are in¬ 
cluded, but four of these are 
"studies." A study is designed 
to simulate a small what-if pos¬ 
sibility, such as a minor conflict 
between Egypt and Libya. The 
full scenarios range from an 
Arab-Israeli war (Israel against 
several nations) to a conflict 
between French and Libyan 
warships. The NATO-Soviet 
confrontation is played down 
in The Med Conflict, although it 
occupies the first several sce¬ 
narios. 

The Med Conflict is a sig¬ 
nificant addition to the Harpoon 
library. As of this writing, the 


Gulf War is still being waged, 
and this la testHarpoon battleset 
offers insights into the seem¬ 
ingly endless volatility of the 
area. It also allows armchair 
admirals to work with the same 
naval forces that the Gulf War 
has made so highly visible. 

Besides introducing the 
forces of a host of small nations 
to Harpoon fans. The Med Con¬ 
flict presents new war ma¬ 
chines, such as hydrofoils, So¬ 
viet Foxbats, Mirage fighter- 
bombers, the fascinating French 
Gazelle, and new kinds of 
submarines. As always, Har¬ 
poon demands lots of memory, 
so it's a good idea to boot it 
from unadorned CONFIG.SYS 
and AUTOEXEC.BAT files. 
With so much going on, you're 
not going to want to miss any 
of it. 

—N.R. 
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JACK NICKLAUS 1 U.S. OPEN 
— COURSE DISK VOLUME 4 IMPERIUM 



For those who have mastered 
all the courses supplied so far 
with Accolade's Jack Nicklaus 
games, here come three more 
courses to remind us what bad 
golfers most of us are. Fortu¬ 
nately, playing Jack Nicklaus' 
Greatest 18 Holes of Major 
Championship Golf or the more 
recent Jack Nicklaus' Unlimited 
Golf and Course Design makes 
250-yard drives down the 
fairway and perfect 30-yard 
chip shots quite easy, so we 
needn't worry about looking 
too bad. 

This time around—pack¬ 
aged as Course Disk Volume 4 
—it's Pebble Beach, Oakmont, 
and Baltusrol. Yep: the world- 
famous Pebble Beach, high on 
the California cliffs; the bun¬ 
ker-laden Oakmont Country 
Club in Pennsylvania; and the 
gorgeous Baltusrol, arguably 
the finest landscape in all of 
New Jersey. All are classically 
designed courses, and all pro¬ 
vide their own wealth of diffi¬ 
culties. 

The most demanding of 


the bunch, strangely enough, 
is Baltrusol. Strangely, that is, 
because the other two have the 
more sinister reputations. 
Golfing at Pebble Beach often 
means praying that the wind 
doesn't carry your shots over 
the cliffs and into the Pacific 
Ocean, while Oakmont's de¬ 
sign seems to have incorpo¬ 
rated a record number of cra¬ 
ter-sized sand traps and hills. 
But Baltrusol's famous fourth 
hole is practically impossible 
to play correctly, and a run of 
tricky holes along theback nine 
won't help your score at all. 

Eventually, the Nicklaus 
games will incorporate every 
major golf course. For now, 
these three maybe all you need 
to keep trying to prove that 
you're a great golfer after all. 

—N.R. 


Imperium is a 
curious prod¬ 
uct indeed, a 
British import 
published by 
Electronic 
Arts that 
hearkens 
back to a sim¬ 
pler age of 
computer 
gaming. It 
avoids not 
only fancy, 
animated graphics, but — ex¬ 
cept for a single screen of star 
maps — color as well. That's 
right, the entire game is in black 
and white: data screens, pro¬ 
duction schedules, personal¬ 
ity profiles, charts and statis¬ 
tics, even tacticalbattle screens. 

Although conquer-the- 
galaxy simulations are noth¬ 
ing new, Imperium’ s designers 
have come up with some new 
wrinkles that make this game 
particularly deep and involv¬ 
ing. Galactic expansion is not 
fueled by simple megaloma¬ 
nia, but by the discovery of a 
life-preserving drug called 
nostrum. Ingesting nostrum 
can give a character a lifespan 
of up to 1000 years; by control¬ 
ling the distribution of nos¬ 
trum, the emperor can wield 
enormous power throughout 
his galaxy. 

There are four other em¬ 
perors (computer-controlled) 
in this fictional universe. 
Commercial and military alli¬ 
ances can be formed — and 
broken — as circumstances 
and opportunities warrant. 

Since ruling a galaxy is a 
pretty demanding chore, the 
player must carefully choose 
subordinates to carry out vari¬ 
ous functions. Some of these 
underlings need stroking, and 


some need a lot of money — 
but all need to be unswervingly 
loyal if you are to carry out 
your grander strategies. As 
emperor, however, you have 
the means for a rather effective 
carrot-and-stick approach: 
You can bring unruly subordi¬ 
nates to heel just by withhold¬ 
ing their supply of nostrum. 

Imperium could have been 
an unwieldy game indeed, but 
a great deal of care was taken 
in creating a simple and 
friendly icon-based interface. 
Clicking on an icon lets you 
access various diplomatic, 
technological, or military pro¬ 
cedures, which appear in win¬ 
dows of various sizes. The 
windows can be moved any¬ 
where on the screen you like, 
so you can review a consider¬ 
able amount of data at any one 
time. 

With its complicated, lay¬ 
ered playing system and its 
spartan graphics, Imperium is 
not likely to become a mass- 
market hit, but older game 
players may find in it a com¬ 
forting return to a style of 
computer gaming that has all 
but vanished. Imperium has all 
the earmarks of a potential cult 
classic, and should attract a 
passionately loyal following. 

— W.T. 























Legends tell of a time when fear 
ruled the land. A time when no man, 
woman or child was safe from the 
spread of evil. A time when a fierce 
Demon sent his evil minions to roam 
through the land and make the 
Kingdom his own. 

That time is upon us once again.. . 

You have been summoned by the 
King to defend the realm, rescue the 
Princess, and rid the Kingdom of the 
evil Demon before all is lost. Your 
quest will lead you through caves, 
swamps, temples and castles before 
reaching your ultimate 
challenge.. . the Demon himself. 


1 m 


Wrath of the Demon combines 
spectacular graphics, animation, 
sound and playability, featuring: 

• 3 Megabytes of graphics data 

• 600 screensof action 

• 1,400 frames of animation 

• over 100 monsters, some larger than 
half the screen 

• more than 100 colors on screen 

• smooth 60 frames per second, 15- 
level parallax scrolling for realistic 
3D effect 



1990 ReadySoft Incorporated. Wrath of the Demon is a trademark of ReadySoft Incorporated. 
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LANCE ELKO AND BRIAN CARROLL 



Exploring new territory is a 
hallmark of Mario Andretti's 
33-year career. The man widely 
acknowledged as the greatest 
race car driver in history has 
tested nearly every circuit in 
the world of racing. Andretti 
has won a national dirt track 
championship, stock car 
racing's Daytona 500, endur¬ 
ance sports car racing's Sebring 
12 Hours, the Indianapolis 500 
(on four occasions), and a 
Formula One world champi¬ 
onship. 

His newest territory is the 
world of PC games. Mario 
Andretti's Racing Challenge is a 
brand-new title from Elec¬ 
tronic Arts, and it's an exciting 
racing simulation with a wide 
range of game features. 

In creating Racing Chal¬ 
lenge, Electronic Arts had to 
tackle a tough problem. The 
simulation's design was to in¬ 
clude not only driving action, 
but also a player career path 
similar to Andretti's. This 
called for a close working rela¬ 
tionship with Andretti himself 


(see "A Conversation with 
Mario Andretti" following this 
article). The results are im¬ 
pressive. Racing Challenge is a 
very satisfying simulation with 
dozens of outstanding fea¬ 
tures. 

FROM RAGS 
TO RICHES 

In Racing Challenge, you start 
out as a rookie driver in need 
of a sponsor. And you begin 
exactly as Mario did, driving 
sprint cars on the dirt track 
circuit. Once you've proven 
you can win races in the sprint 
car series, you can graduate to 
modifieds, and then to stock 
cars, prototypes. Formula 
Ones, and, finally. Indy cars. 
Success isn't easy. A stock car 
doesn't handle like a sprint car, 
and a prototype feels nothing 
like a modified. Also, the ex¬ 
perience you get by driving on 
a flat dirt track doesn't count 
for much when you're negoti¬ 
ating a bank on an asphalt 


Your career begins rather humbly — like Mario's — with a sprint car. 
You must win on the dirt track circuit before you can advance to more 
glamorous cars. 


track. So before you consider 
yourself a competitor, you'll 
have to practice. Fortunately, 
you can practice with each type 
of car on any number of tracks. 

Car control takes some 
getting used to. While you 
need only the basic driving 
skills 4- accelerating, braking, 
and steering — to maneuver 
around the track, you must also 
stay focused and keep a sharp 
eye out at all times. Pay atten¬ 
tion to your dashboard read¬ 
ings, the track curves, and, 
during races, your rearview 
mirror, where your competi¬ 
tors appear rather quickly and 
sometimes in bunches. 

Once you're ready to run 
with the pros, you'll need to 
prove that you can win time 
and again — it's the only way 
you can gain sponsors and earn 
money to buy better cars. 
Competitions are patterned 
after real races on real circuits. 
The Season Schedule gives you 
the location of each race and 
the order in which the races 
run. Just as in real competition. 


preliminary races are run be¬ 
fore the feature race. Here you 
try to qualify for the feature, 
or, in the advanced circuits, 
try to obtain a favorable pole 
position. 

Many of the tracks in 
Racing Challenge — Daytona, 
Monte Carlo, Pocono, Indian¬ 
apolis, Le Mans—are familiar 
even to non-racing fans, and 
each one simulates its real-life 
counterpart in size, appear¬ 
ance, track type, banks, and so 
forth. 

Mario Andretti's Racing 
Challenge offers something to a 
broad spectrum of PC game 
players. Simulation buffs get 
to try out different race cars on 
a variety of tracks. Action fans 
who want a stiff challenge can 
jump right in and compete on 
the big circuits. Role-playing 
aficionados get the vicarious 
thrill of experiencing a com¬ 
plete rags-to-riches career like 
Andretti's. And racing fans get 
it all. Like Super Mario him¬ 
self, Racing Challenge looks like 
a winner. 



enough winnings — $80,000 — to purchase your first stock car. 
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it s a good taea to get an ooerneaa preview oj a truer, vejvre your rate. 
Monte Carlo is one of the prettiest in the game. 



The grandstands at Ascot Park are full as you try to overtake a heavy field of 
competitors ahead of you. A look in your rearview mirror tells you that no one's 
approaching — that probably means you're in last place. 
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v.-.v.v INSTANT REPLAS 

~SKS LAN 1 INFIELD CAN J 



BEHIND CAM I AHEAD CAM 1 

QUIT REPLAy 1 PAUSE REPLAS J 


The Instant Replay feature lets you choose six different viewing angles — here, 
you've got a track camera aimed at your Indy car. 



After each race, you get a report. In this race, Mario finished sixth. 




Welcome to the rough and tumble world oP Sprint Car racing. You 
may think that these bull rings are a long way Prom the road 
courses oP Europe or the Winner’s circle at Indy. There are 
important lessons to be learned here. IF you are going to win 
there, you will have to gain a real Feel For car control. These 
cars and this style oF racing is one oF the best schools around. 



Before major races, you can get advice from Mario. Since he’s raced on all of the 
tracks in this game, you shouldn't hesitate to hear him out. 
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WORKING 
IN THIS 
TOY FACTORY 
HAS ITS 
UPS AND 
DOWNS. 

Tired of the same old 9 to 5? Then it 1 s time to punch in 
for the Night Shift™ at Industrial Might and Logic. And 
take control of the wackiest, wildest, toy-making machine 
you've ever imagined. 

Here's your chance to punch out DarthVader 

Or Luke Sky walked Indiana 
Jones? even ZakMcKracken™ mini¬ 
ature dolls of yourfavorite Lucasfilm 
characters. But make sure you get 
their heads screwed on right. Or this 
might be your last day on the job. 

Each eight hour shift takes just a 
few minutes to complete. But the 
better you get, the tougher your job 
gets. Bigger Quotas. Pesky lawyers. 
Furry pests. And of course |||pi|CC|| II 
the machine hardly ever 
breaks down. 










A Conversation with 
Mario Andretti 



Talk with Mario Andretti and 
you'll discover that one of the 
most difficult things for him is 
waiting —| waiting for a stop¬ 
light to turn green, for a fea¬ 
ture film to begin, or for an 
interviewer to finish posing his 
next question. He's always 
looking for the next challenge 
— and he's always in a hurry 
to move on to it. Andretti's 
racing career is a case in point. 
Although he has won more 
money, pole positions, and 
road races than any other 
driver in Indy car history, he 
continues to strive for more. 

We talked to the Montana, 
Italy, native about his quest, 
and about his involvement in 
the creation of Mario Andretti's 
Racing Challenge. 

GP: How did the project with 
Electronic Arts come about? 
M A: They felt that by combin¬ 
ing some of my experience in 
the field with their know-how 
in producing simulations, they 
could come up with something 
the public might be interested 
in. We had several meetings 
along the way to discuss the 
nuts and bolts of how I do 
what I do, and how I look at 
things, so they could determine 
what their approach should be. 
I've been amazed at how much 
they've been able to pick up 
from our conversations and at 
their ability to translate that 
into, say, the behavior of the 
race cars, for example. My in¬ 
volvement has largely been 
merely talking, which of course 
is something I'm very good at. 


GP: What was your goal in 
endorsing and helping to 
produce the game? 

MA: The game is a way to 
translate what I do into some¬ 
thing the average person can 
enjoy. Auto racing is a very 
non-participative sport at our 
level. It's not like professional 
tennis, where you can watch 
John McEnroe, for example, 
and then pick up your racket, 
run down to the local club and 
start swinging. You can use 
basically the same equipment 
as McEnroe and have some¬ 
thing of the same feeling you 
would if you were playing 
professionally. You can watch 
auto racing and be fascinated 
by it, but other than getting a 
ticket in the family car on the 
way home, it's impossible to 
capture the same feeling that 
we experience during a race. A 
game like this one goes a long 
way towards reproducing that 
feeling and making it acces¬ 
sible to anyone with a com¬ 
puter. The concentration fe- 
quired on the tracks in the 
game is the same required out 
there on the real racetrack. It's 
amazing to me that this aspect 
of racing can be duplicated so 
realistically for the computer. 

GP: What pleases you the most 
about the project? 

MA: I've not seen the final 
product yet, but so far I'm very 
impressed with the attention 
to accuracy. At Indianapolis, 
for example, the game captures 
a lot of what we see from the 
cockpit. By that I mean refer¬ 
ence points for what's around 
you. Just like at Indy, when 
you're coming down the 
straightaway, you can see the 
shade from the grandstands 
and immediately know where 
you are. In that way, I think the 
game captures the character of 
each of the particular events. 

GP: What were some of the 
problems you encountered in 
this project? 

MA: There's not much I can 
do but talk and try to express 
some of what I feel as a driver 
and what I must possess as 
racing skills. I can talk about 


what the race car can do. It's 
up to the game technicians to 
try to understand the ins and 
outs of driving. That was 
sometimes very difficult be¬ 
cause, for one thing. I'm not a 
teacher. I don't profess to be 
able to even teach for a driving 
school. I can't give information 
in those terms. All I can do is 
talk about the way I look at 
things. So, it took a while for 
them [the technicians] to un¬ 
derstand me. They had to 
translate what I feel into 
something other people can 
enjoy when playing the game. 
I've opened myself up as much 
as I've ever done before on 
racing. You'll never find that 
in a library — how I drive, 
how I apply my skills. Those 
who play the game will learn 
something about me and about 
what it means to race in a way 
they could never learn by 
reading. 

GP: The game starts players 
off with dirt-track sprint car 
racing. Why? 

MA: It's what turned me on to 
racing and got my career 
started. It's a special art to be 
able to drive the cars sideways 
through the comers and to 
control a car that, for all intents 
and purposes, is out of control 
the entire time. It's also a good 
style to start out with because 
you can recover. It's a bit more 
forgiving than, say, racing on 
high-banked ovals. It requires 
racers to adjust to forever¬ 
changing conditions. Youhave 
to be able to predict what the 
track is going to be like. It can 
be like driving in a hard rain¬ 
storm or driving on a frozen 
lake. I've learned some things 
on the dirt track that have 
helped in Formula One racing, 
like how the cars handle, for 
example, and how to apply 
traction out of a comer. It's 
where I learned to be a throttle 
artist, meaning when to use 
the gas to go forward and not 
go all over the track. It's obvi¬ 
ously not just hitting the gas 
and screaming around the 
track. 

GP: Mario Andretti’s Racing 
Challenge reflects your career 
by encompassing many styles 
of racing. Was that important 
to you? 

MA: The most important thing 
in my career, the most valu¬ 


able thing to me, has been my 
versatility. There are many 
different categories of auto 
racing — stock. Indy, and on 
and on. I've been curious and 
lucky enough to experiment 
in all of those areas. And my 
goal has always been not just 
to compete but to win in all of 
those different types of racing. 
I've been fortunate in achiev¬ 
ing that goal. We wanted the 
game to reflect that versatility. 
When you play the game, you 
learn what adjustments to 
make as you race the various 
styles. You can't race on a dirt 
track the same way you would 
on a super speedway. This 
game illustrates that, I think, 
very well. It's easier to con¬ 
centrate on one aspect of rac¬ 
ing, but to be good at all of 
them is quite a trick. 

GP: You never seem satisfied 
with what you've achieved. 
After so many years racing and 
winning, how do you stay 
motivated? 

MA: The feeling you get from 
winning, fromdoing whatyou 
have to do to pull off a victory, 
is something you can never 
get enough of. Taking a car to 
the edge without falling off is 
kind of an addictive challenge, 
and I guess I'm still hooked. 
Does pride enter into it? Damn 
sure it does. 

GP: Can you give us an ex¬ 
ample of a commonly held 
belief about racing that just 
isn't true? 

MA: Probably the myth lay¬ 
men come up with most often, 
what very few people realize, 
is how slowly things actually 
happen during races. It's not 
as super- quick as people think. 
Even in the computer game, 
when you realize you ha ve cars 
around you, you also realize 
that they're going as fast as 
you are. That slows the action 
down because one car is rela¬ 
tive to another. Believe it or 
not, I don't have to have the 
lightning-quick reflexes of a 
ping-pong player in the cock¬ 
pit. In fact, a big no-no in this 
business is overreacting, be¬ 
cause the key in crisis is not to 
overreact and to hold your 
emotions. Lightning-quick re¬ 
flexes exerted in this business 
get you killed. 
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If IfouWere EverBitten 
ByASpider, 
Here’s&ur Chance 


To Get Even. 







Those killer spiders from the hit horror movie "Arachnophobia" 
are back. And they're just dying to sink their poisonous fangs 
into a few f \ more helpless victims. 

Match whs with these deadly highly intelligent 

creatures, ft They're hiding, waiting to, pounce when you 

least expect them. Eight levels of difficulty. // A variety 

of anti-spider weaponry. Over 100 locations. 

Thousands of rooms to explore. 

Bring the experience to life with Disney's 
Sound Source* Real music, speech and sound effects. 

If you're smart enough, quick enough, and able to wipe out a 
few thousand of the venomous vermin, you might just make it 
to the final confrontation in the Amazon Jungle. And 
even the score, once and for all. 


~T W A " R 


SO FT W A * R E 


"Optional. Sold in combo-packs and separately. Works with IBM and compatible computers only The speech an. 
technology in this product was produced under exclusive license to Walt Disney Computer Software, Inc. by El 
Speech Systems ofHayward, California Arachnophobia is a trademark of Hollywood Pictures and Amblin Enl 


© Disney 












TEACH YOUR OLD PC 
NEW TRICKS 


How to Optimize Your Machine 

for Today’s Games CARY MEREDITH 


I t's a familiar scene. You 
bring home the latest flight 
simulator. The anticipa¬ 
tion is almost too much to 
bear as you feed the flop¬ 
pies into your PC and its groan¬ 
ing hard drive. The last disk is 
loaded, you confidently type in 
the game's name—and all you 
get is a message: INSUFFI¬ 
CIENT MEMORY. 

The newest games and 
simulators on the market these 
days are wonders, to be sure. 
But there's a price to pay for 
their increasing complexity and 
breathtaking graphics. Not too 
long ago, games ran perfectly 
well on older PCs with slower 
microprocessors, CGA graph¬ 
ics, and only 512K—, or even 
256K— of internal computer 
RAM memory. Many current 
games are designed to push 
DOS's 640K RAM limit, to uti¬ 
lize all the speed of even the 
faster 286-microprocessor- 
based AT-level machines, and 
to look best on Super-VGA 
monitors. 

Short of upgrading to the 
latest $5,000 486 33-MHz sys¬ 
tem, there are a number of steps 
you can take to optimize your 
current PC for the coming wave 
of powerhouse games. 



unning out of 
RAM is prob¬ 
ably the most 
common prob¬ 
lem. The new 
games demand more RAM. 
Add a mouse driver and your 
new game may run impaired 
(sacrificing detail, speed, or 
some other feature), or may 
simply refuse to run altogether. 


The documentation for 
most games tells you to remove 
any TSR (Terminate, Stay Resi¬ 
dent) programs. The easiest 
way to get rid of TSR's and 
other memory eaters is to re¬ 
name two files in the root direc¬ 
tory ofyour hard drive: Change 
CONHG.SYStoCONHG.BAK 
and change AUTOEXEC.BAT 
to AUTOEXEC.BAK. Then 
reboot your computer by 
holding down the ALT-CTRL- 
DEL keys at the same time. 

If this doesn't work, re¬ 
name these two files as their 
original names, load your 
CONFIG.SYS file into a word 
processor, and do a little doc¬ 
toring. Make a copy of the 
original CONFIG.SYS called 
CONFIG.BAK so you can re¬ 
store itlater. Then look at what's 
inside the CONFIG.SYS file. 
Usually, you'll find FILE= and 
BUFFERS= statements that set 
aside RAM space for more effi¬ 
cient file processing and disk 
performance. 

Modify the CONHG.SYS 
file using your word processor, 
DOS's EDLIN, or any other text 
editor that can work with plain 
ASCII text. With many games, 
you may be able to get by with 
only FILES=10 or even FILE=5 
allocations, and you can drop 
the BUFFERS entirely, if you 
don't mind the computer ac¬ 
cessing the hard drive more 
often. Save the altered 
CONFIG.SYS using your word 
processor's SAVE AS ASCII 
option. Then reboot the com¬ 
puter. Just remember to replace 
the original CONHG.SYS file 
when you decide to use such 
programs as word processors 
or spreadsheets, which will 
usually require the original 
CONFIG.SYS setup. 

Also, some innocuous- 
looking files may reside within 


your AUTOEXEC.BAT and 
CONFIG.SYS files that can take 
a sizeable bite out of your RAM. 
VDISK, for example, uses part 
of your memory to create a vir¬ 
tual disk. Any drivers loaded 
in when you turn on the com¬ 
puter, including ANSI.SYS, can 
also use up valuable space. In 
most cases, these programs are 
geared more to the productiv¬ 
ity side of the computer and 
aren't needed for playing 
games. Most games create their 
own operating environments 
when you load them. 


SHRINK DOS 


OS 4.0 and high¬ 
er versions can 
use up more 
RAM than ear¬ 
lier versions of 
DOS. When DOS 4.0 is first in¬ 
stalled, you're asked to choose 
how much of DOS you want 
loaded into RAM at boot-up 
(for greater speed of access to 
various DOS functions). Since 
you or your dealer probably 
opted for a balance between 
RAM-resident DOS and free 
RAM workspace, you may be 
able to re-install DOS and this 
time request a minimal DOS 
RAM presence. The extra 20K 
of memory could make all the 
difference. 

Alternatively, you might 
consider changing your oper¬ 
ating system entirely. Digital 
Research's new DR. DOS 5.0 
gives you all of the power and 
features of DOS4.01 (withsome 
welcome improvements), but 
takes up much less memory. 
Depending on your setup, you 
may be able to enjoy as much as 
620K free RAM by switching to 
DR. DOS. 
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T he complexity of 
some newer 
games puts a 
considerable pre¬ 
mium on pro¬ 
cessing speed. Even 286-based 
computers are hard-pressed to 
do justice to many of the simu¬ 
lators coming out these days. 
However, there are a couple of 
hardware enhancements that 
will improve the performance 
of even the early 8088-based 
PC's. NEC offers the V20 and 
V30 processor chips, which fit 
right into the standard 8088 
socket on your computer's 
motherboard. For less than $15 
(if you are buying mail order), 
you can effect a noticeable im¬ 
provement to your computer's 
processing speed. You may 
have to do a little detective 
work, however, since these 
chips, never big sellers, are be¬ 
coming more and more diffi¬ 
cult to find. 

Another, although signifi¬ 
cantly more expensive, way to 
gain a little extra speed is to 
install an 8087 math co-proces¬ 
sor chip. The drawbacks to this 
approach are that the chip costs 
from $80 to $150 (mail order), 
and it doesn't speed up every 
program. 

For a bit more (starting at 
around $200), you can buy 286 
accelerator boards, which can 
really give your old PC a kick in 
the pants. Because theseboards 
still rely on some of the systems 
from the host PC or XT, they 
won't make your computer 
quite as fast as a standard AT. 
But you should be happy with 
the increase in performance 
nonetheless. They're very easy 
to install (you just need an 
empty expansion slot), and with 
their prices as low as we'll 
probably see for the near fu¬ 
ture, an accelerator board could 
make the most significant — 
and inexpensive — improve¬ 
ment to a PC's efficiency. 



hich vid¬ 
eo mode 
you se¬ 
lect at the 
start of a game — CGA, EGA, 
VGA, etc. — can affect the 
overall speed of a game. While 
it's certainly simple enough to 
pop a VGA card into a PC or XT 
and to upgrade your monitor, 
you may not like the results. 
Extra resolution and color re¬ 
quire extra processing power. 
To a great extent, this additional 
processing is done on the video 
board itself, but it still falls to 
the computer's microprocessor 
to handle some of the additional 
graphics information. 

If you own an older PC, 
and you play games featuring 
anything more than basic a 
mation (particularly such 
graphics-intensive games a 
simulations), you should prob¬ 
ably select nothing higher than 
EGA. Most games feature setup 
programs that let you force a 
video mode on your computer. 
You can often speed things up 
by dropping a notch, such as 
from VGA to EGA. 


DEFRAG YOUR 
HARD DRIVE 


□ ne speed factor 
that some game 
players neglect 
is the hard 
drive. Saving 
and deleting files on a disk drive 
eventually creates "holes" on 
the drive, spaces the drive head 
must traverse searching for ac¬ 
tive files. Even worse, an indi¬ 
vidual file might be in pieces, 
scattered,fragmented all over the 
surface of the drive. 

Fragmentation occurs be¬ 
cause a computer saves a game 
—or any program for that mat¬ 


ter —by depositing it (or parts 
of it) onto available spaces as it 
comes to them. After a few 
months of loading and erasing 
various programs, free zones 
can be few and very far be¬ 
tween. When this happens, the 
computer might load in 15 
percent of a file, have to search 
elsewhere for the next 20 per¬ 
cent, then go somewhere dis¬ 
tant for another chunk, and so 
on. This seriously retards load¬ 
ing the files that most games 
bring into the computer's RAM 
during game play, especially if 
you're using an older and 
slower drive to begin with. 

Disk utility programs, such 
as those by Norton or Mace, 
can work wonders with a hard 
disk suffering from the "swiss 
cheese syndrome." Alterna¬ 
tively, there are similar utilities 
available via shareware pro¬ 
grams found on BBS's and in¬ 
formation services such as 
CompuServe. These programs 
rearrange everything on the 
disk, putting allied files next to 
each other, and making indi¬ 
vidual files contiguous. That 
considerably shortens the dis¬ 
tance the drive head must travel 
during a given load. 

Games are reaching new 
levels of quality in sound, ani¬ 
mation, graphic detail, and 
playing complexity. For better 
or worse, we're in the fast lane 
on the road to virtual reality, 
and this requires aE the power 
that cutting-edge computers 
can offer. This trend, combined 
with the extraordinary velocity 
of technological advances in the 
computer world, suggests that 
there are going to be several 
new generations of machines 
in this decade alone. It's a sad 
fact that older computers will 
indeed sink to reUc status with 
startling rapidity. But there are 
stiU several software and hard¬ 
ware tweaks available to keep 
PC and XT owners in the game 
for the present. 
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NEW PC SOUND 
AND GRAPHICS POWER! 

GARY MEREDITH 


^^^vo affordable, exciting 
new products—asoundboard 
and a video chip — promise to 
take the PC world beyond the 
already vivid graphics of Su¬ 
per VGA and powerful sound 
of the current crop of sound 
boards from Ad Lib, Roland, 
CMS, and others. 

Ad Lib's eagerly awaited 
Gold Multimedia Stereo Sound 
Adaptor boasts specifications 
and features that can support 
the most realistic and elaborate 
game soundtracks. But there's 
more: The tools provided by 
the Gold Sound Adaptor allow 
you to work some truly cre¬ 
ative magic with sound syn¬ 
thesis and processing. 


Ad Lib's new Gold 
Sound Adaptor is a 
powerhouse synthesizer- 
on-a-card — it delivers 
remarkably high-quality 
music and sound effects, 
as well as digitized 
speech. 

The board features 20 
channels of sound, enhanced 
FM synthesis, 12-bit digital-to- 
analog conversion, program¬ 
mable tone and volume con¬ 
trols, and stereophonic output. 
You, and game designers, can 


Edsun's DAC chip uses a 
patented process to pro¬ 
duce a stunning VGA 
screen (2,048 x 1,536) with 
a palette of more than 
700,000 colors. 


tap this power¬ 
house synthe- 
sizer-on-a-card 
to create im¬ 
pressive music, 
sound effects, 
and digitized 
speech. Two 
additional 
channels are 
available for 
sound sam¬ 
pling through 
the provided 
microphone, and there are four 
rates of Pulse Code Modula¬ 
tion sampling. 

A MIDI (Musical Instru¬ 
ment Digital Interface) connec¬ 
tor allows the card to commu¬ 
nicate with other synthesizers 
and electronic music devices. It 
also includes an auxiliary in¬ 
put channeled through an au¬ 
dio mixer, enabling you to 
combine CD audio with other 
digitized or synthesized 
sounds. Finally, Ad Lib has in¬ 
cluded a game port for joysticks. 

You'll be able to try one 
out in July, when the board 
debuts in three different con¬ 
figurations. The PC-1000 will 
work with all IBM compatibles. 
The AT-2000 adds a SCSI inter¬ 
face, while the MC-2000 is de¬ 
signed for computers with 
IBM's Micro Channel Archi¬ 
tecture. The PC-1000 will carry 
a suggested retail price of 
$299.95, and the AT-2000 will 
cost one hundred dollars more. 
The MC-2000 will retail for 
$499.95. 

On the graphics front, all 
the talk seems to be about IBM's 


new XGA graphics standard. 
But Edsun Laboratories, a small 
Massachusetts company, has 
introduced a product that may 
add considerable life to the 
VGA standard. The company's 
new DAC chip uses a digital- 
to-analog conversion technique 
and a patented process called 
continuous-edge graphics to 
produce a VGA screen with an 
apparent 2,048 by 1,536 resolu¬ 
tion and a greatly increased 
palette of more than 700,000 
colors. 

The chip doesn't change 
the VGA standard resolution, 
but it makes use of the increased 
variety of color shades to effec¬ 
tively "blend" the transition 
from one pixel to another, for 
near-photographic picture 
quality. What's really exciting 
is that the chip directly replaces 
the standard VGA board's 
converter at a cost of less than 
$30. The DAC chip is not avail¬ 
able as a consumer item, but is 
starting to show up on the VGA 
boards of several computer and 
board manufacturers. 

GP 
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Three New fantasies from MicroProse. 
Only One Of Them Is Make-Believe. 





You've 1 


Piloting F-117A Nighthawk 
Stealth Fighter 2.0 i§ fantastic, 
but it’s no flight of fancy. It’s a 
thoroughly-researched, 
sophisticated simulation of 
America’s radar-elusive jet. 
New scenarios (including Iraq), 
more powerful weapons and 
even better graphics than in 
F-19, the game the Software 
Publishers Association voted 
Simulation of the Year in 1259. 


than a dream. Not 


and command a squadron of 


the U.S. Army’s most 
technologically advanced 
helicopters. Evaluate six types 
of choppers and select the five- 
chopper squadron you want for 
each of hundreds of authentic 
missions. Learn what would 
really happen in a war with Iraq! 


For IBM-PC/Tandy/compatibles. Fo 
the latest information on release 
dates and availabilities, call 
MicroProse Customer Service at 
301 771-1151. © 1990 MicroProse 
Software, Inc., 180 Lakefront Drive, 
Hunt Valley, MD 21030. 


■■ ! , 1 

rx DARKLANDS 


Make-believe is bestJwhpn it’s 
believable. That’s why Darklands is 
so exciting.' Ifs a fantasy role-playihg 
quest through medieval Germany 
re-created just the way medieval 
Germans actually believed it to be. 
The troubled realm cries out for a 
true hero to deliver it from its 
demons, alchemists, superstitions, 
unholy religions and a whole host of j 
other fantastically believable 
challenges. 



ENTERTAINMENT* SOFTWARE 


Join the MicroProse Squadron and win exciting prizes from these great companies. 

l(?3Fr. S c Com puServe Roland 0 Hayes W: lOGiTfCH 


i 






































s you look out 
across the val¬ 
ley, you squint 
to see any de¬ 
tails through 
the haze and 
the glare. It's 
only been a 
few hours 
since sunrise, 
and yet the heat is almost too 
much to endure. The large 
amount of carbon dioxide in 
the atmosphere makes breath¬ 
ing difficult; the oppressive 
temperatures only compound 
the problems of respiration. 
You might wish for rain to cool 
the parched landscape, but the 
acidic droplets that pass for 
precipitation only bum the skin 
and eat away at the flora. Not 
that a dry day is any picnic. 
With such a sparse ozone layer, 
the sunlight that gets through 
the haze is just as destructive as 
the rain. 

Future conditions on 
Earth? Maybe, but this scenario 
also describes how our world 
probably looked a few billion 
years ago. In SimEarth, you have 
the opportunity to be there at 
the beginning, to see the Earth 
as an infant in the cosmos. And 
you have the ability to experi¬ 
ment with all facets of planetary 
science, perhaps even coming 
up with a new, improved Earth. 
All things are possible in 
SimEarth, a product which 
transcends the term "computer 
game." An impressively deep 
and thoughtful simulation, 
SimEarth' s only boundary is the 
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SimEarth 

GARY MEREDITH 
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When you select a world at random, you must name it before deciding on a time 
scale in which to work. Choosing the geologic scale will let you start at the very 
beginning of a planet's existence. 


limit of your imagination. 

This is not exactly a sequel 
to Maxis' immensely popular 
SimCity. You should look to the 
SimCity add-on modules for 
that. Nor is it a god-playing 
fantasy like Populous. SimEarth 
is a true "what if?" simulation, 
with a huge database at its core. 
SimEarth is based substantially 
on James Lovelock's Gaia hy¬ 
pothesis, which views the Earth 
(or any planet) as a single living 


organism. 

Maxis has taken a good 
deal of what we know of plan¬ 
etary evolution, from the fiery 
beginnings to the normally icy 
endings, and set up that infor¬ 
mation in a form that can be 
modified and rearranged with 
almost limitless variety. Would 
you like to see the effects of 
increased water, decreased 
oxygen, or a different distribu¬ 
tion of flora and fauna? 


In the main menu, you can 
choose the scenario for your 
planet-building efforts. The 
various difficulty levels set 
limits on your time and re¬ 
sources. 


SimEarth lets you experiment 
with those conditions, and 
many more. 


THE HERE AND NOW 

Those who are more interested 
in coming up with ways of 
getting us out of the mess we 
find ourselves in today can 
work with the Earth of the late 
twentieth century. With all the 
effects of resource misman¬ 
agement in place, you must find 
ways of retracing and rectifying 
the mistakes of the recent past. 
Of course, your first order of 
business will be to get the at¬ 
mosphere back to somewhere 
near equilibrium. You're pro¬ 
vided with machinery which 
can alter the atmospheric 
makeup, but that's a somewhat 
unrealistic way of dealing with 
the problem. It would probably 
be better in the long run to ad¬ 
just your manufacturing out¬ 
put to lessen pollution, while 
reseeding depleted areas such 



By clicking on the icons at the left, you 
can show as much or as little informa¬ 
tion as you wish on the flat projection. 
It's less confusing just to use basic life, 
land mass, and water representations 
as the default display. 
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■ Play solo, fdeko face, team to iem tw wdfch the 
computer compete against itself. 

■ 600 different puzzles guaranteed lo challenge your 
competitive spirit. 

■ 256 color VGA graphics. 

■ . Multiple levels of play. 

■ Play-by-modem option. 

■ Full sound hoard support. 

■ Graphically create your own character. 

■ Practice and “On The Air" modes of play. 

■ Are you good enough to make the LEXI-CROSS w 
Hall Of Fame? 

To order LEXI-CROSS™, 

•Cal! 1-800-969-GAME. ^ 

Available on MS-DOS A/5fir ’ f t 

for $49.95. Interplay Productions 

3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714)549-2411 

@1991 Hatmumware. All rights reserved. LHXI-CROSS ™ is a trademark uj 


The 21st Century Game Show 
That’s Beyond Words. 


The audience cheers! Lights flood the stage! The tension 

mounts! The red “On The Air” light goes on and... it’s 
time to play LEXI-CROSS ™, the galaxy’s favorite 21st 
century game show. 

Step into the future of television game shows and play 
the most addictive, thought-provoking word game on 
the planet. 

You’ll put your memory, strategic, and puzzle-solving 
skills to the supreme test in this fast-paced, futuristic 
game show that’s sweeping the universe. Spin for 
letters, buy vowels, uncover words, ask for clues and 
watch as the beautiful Robanna turns over word tiles in 
more than 600 brain-teasing puzzles challenging 
enough to make even the most diehard couch potato 
forget completely about that remote control. 


IBM Screens lectured. 






























as the Amazon rainforests to 
decrease the amounts of car¬ 
bon dioxide. 

SimEarth's use of multiple 
windows and pull-down 
menus makes it easy to man¬ 
age all the variables involved 
here. Simply point and click (a 
mouse isn't an absolute neces¬ 
sity, but it certainly improves 
the simulation's manageabil¬ 
ity) to access maps, charts and 
graphs, information windows, 
and action menus. You can 
choose to view your world as a 
flat map or a spinning globe, 
and you can spe¬ 
cify the informa¬ 
tion that's shown 
on each map, 
from topographi¬ 
cal and meteoro¬ 
logical data to in¬ 
formation on the 
dispersion of set¬ 
tlements and cit¬ 
ies. Using the 
cursor, you can roam the 
planet's surface to easily pin¬ 
point where ecological imbal¬ 
ances or natural disasters may 
cause problems. And, beyond ’ 
purely natural development, 
there is the opportunity to find, 
define, and influence sentient 
life as it evolves socially and 
technologically. 

The evolution of our 
planet (and, by logical exten¬ 
sion, other planets) is often 
shaped by natural disasters 
such as earthquakes, tidal 
waves, meteors, and volcanic 
eruptions. Scientists have hy¬ 
pothesized that the impact of a 
giant meteor (or alternately, a 
considerable increase in vol¬ 
canic activity) could have 
caused a dust cloud great 
enough to kill off the vegeta¬ 
tion vital to the survival of the 
dinosaurs, some 65 million 
years ago. Plate tectonics (the 
gradual shifting of pieces of 
the Earth's upper crust) re¬ 
sulted in Australia breaking 
off from the rest of the conti¬ 
nents early on, allowing a 
unique array of animals to 



There's a tendency at first to overuse 
the planetary modification tools. Re¬ 
member that you're dealing in terms 
of thousands or millions of years, so go 
easy on things like oxygen generation. 


SimEarthdoesn 't hand you your new 
planet without first educating you. 
The help screens and documentation 
make up an impressive basicplanetary 
science course on their own. 



Even after several years of beefing up the atmosphere with carbon dioxide, Mars 
is still a pretty chilly place. The newly created seas are warm enough, however, to 
support some of the hardier types offish. 
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I magine, if you will, a universe that holds only a small 
group of planets. Each planet, a barren shell waiting 
to be given life. Imagine further, that within this 
universe there exists the forces of good and evil. 
Having only a single Starbase to work from, you set out 
in ships of your own design, and use them to colonize 
the barren planets. You must also recruit, train, feed 
and arm a galactic force to protect these colonies from 
the evil clutches of your unseen foe, who starts at the 
other end of the universe, but draws closer with each 
passing heartbeat. 

Strategies are needed to meet the many challenges you 
will face as you strive to become a great leader. Taxes 
have to be imposed to raise money to build a stunning , 
array of equipment... all the way from a spy satellite / 
to a hydroponic plant. Mining operations have 
to be set up and maintained to obtain precious / 

minerals. Farms need to be established to / 

feed your growing populous. / 

Even while you are establishing that delicate / 
balance called life, an evil and scheming / 

dictator is gazing malevolently at the , 
whole universe with greedy eyes. 

He schemes to conquer and 

control. Confrontation 

is unavoidable. \ 


VIRGIN MASTERTRONIC, INC. 
18001 Cowan Street, 

Suite A, Irvine, CA 92714 
714-833-8710 


Available for Amiga, IBM and Atari ST computers. 
Suggested retail price S49.99. 

OVlRLORD and Virgin Mastertronic are trademarks of 
Virgin Mastertronic International Inc. © 1990. 

Alt rights reserved. Designed and programmed by P ROBE. 





When terraform¬ 
ing a planet, it's 
essential to de¬ 
velop the widest 
possible base of 
biomes (in Sim- 
Earth, “biome" 
refers mainly to 
plant life) and 
lower life forms. 



evolve there independently. 
The tools provided inSimEarth 
let you experiment with many 
such variables, often with sur¬ 
prising results. For instance, 
increasing volcanic activity 
only slightly over the histori¬ 
cal norm would place enough 
extra carbon dioxide into the 
atmosphere to cause the Earth 
to eventually end up more like 
Venus. 

Speaking of Venus—and 
Mars as well — 
SimEarth also 
features a terra- 
forming option 
that puts you in 
charge of making 
these neighbors 
of Earth capable 
of supporting life. 
The two planets 
represent oppo¬ 
site ends of the spectrum when 
it comes to terraforming. 

Venus, closely approxi¬ 
mating the Earth in size and 
mass, possesses a dense atmo¬ 
sphere of mostly carbon diox¬ 
ide. Combined with Venus' 
proximity to the sun (about 25 
million miles closer than 
Earth), this results in an aver¬ 
age planetary temperature of 
477° Centigrade. To bring the 
planet's temperature down to 
something a little less "tropi¬ 
cal," you must first replace tire 
carbon dioxide with oxygen, 
which has a cooling effect. 
Once things have chilled a bit, 
you'll be able to drop a few ice 
meteors onto the surface with¬ 
out having to worry about the 
water boiling away. 

Mars, on the other hand, 
suffers from too little atmo¬ 
sphere, and from being too far 
away from the sun. So you 
must perform the opposite of 
what you would do on Venus, 
and supply Mars with air that 
has enough oxygen to support 
basic life, but with enough car¬ 
bon dioxide to initiate the 




Although it would seem logical 
that several ice meteors might cool 
thingsoff, they only evaporate and 
increase the greenhouse effect. The 
key to a permanent cooling is 
eliminating as much carbon diox¬ 
ide as possible. 



Here's a real challenge—our own 
planet as it is today. Decades of 
neglect and policies based on greed 
and ignorance have brought us to 
an ecological crossroad. 


greenhouse effect and the re¬ 
sultant warming. 

On both planets, the in¬ 
troduction of life forms is 
perhaps the trickiest task. 
Choosing the right type of life 
from the variety of basic forms 
is a complex problem, but the 
timing of the introduction is 
even more critical. On Venus, 
for example, introducing life 
into the seas is a pretty simple 
matter, once you've lowered 
the temperature enough. 
Grasslands and primeval for¬ 
ests are another story, how¬ 
ever. All that extra oxygen 
you've produced to cool the 
planet means conditions are 
perfect for extensive burning 
of any kind of organic matter. 
Once the fires begin, the extra 
smoke and carbon dioxide will 


put you right back where you 
started. 


A MODEL OF DAISIES 

Perhaps the most fascinating 
option in SimEarth is Daisy- 
world, a fictitious planet in¬ 
vented by NASA scientist 
James Lovelock as a model to 
illustrate his Gaia hypothesis. 
Daisyworld simplifies the 
equation by being a world that 
supports only daisies. By in¬ 
serting variations in solar 
heating and atmospheric 
composition, the spread or 
recession of daisies can be 
controlled. These experiments 
dramatically show the differ¬ 
ences between a vicious circle 
(positive feedback loop), 
which usually leads to disas- 







































FALCON 3.0 
f SIMULATION 
AN THIS ONE IS 
CLASSIFIED 


The bogey came out of nowhere. You see him just 
off your tail. The adrenalin hits you like a fist. You call 
your wingman: "Viper One, I've got a bandit on my six. 
This is not good..." 


... Nearly blacked out, you ease forward on the stick. 
The g's drop, and you can see again. There he is! You're 
on HIS six now. This is going to be sweet. As you get tone 
you know he's yours. 



The original Falcon™ F-16 Fighter Simulation was 
acclaimed for its realism. Now, Falcon 3.0™ takes this 
authenticity to the edge. The flight models are real. The 
terrain is real. The radar and weapons systems are real. 
And the threats are real. No phony weapons or magic 
bullets here... just the best civilian F-16 simulation 
available. You don’t just play Falcon 3.0, you strap 
yourself in and get ready for battle. 

You go to afterburner and your Falcon jumps, 
slamming you back in the seat. The MiG 29 has just 
reached missile range... There! He's fired, 
the deadly rocket screams toward you, 
seeing nothing but the heat of your exhaust. 

Without thinking, you drop a series of 
flares hoping to confuse it, and yank back 
on the stick... 50 degrees... 80... over the 
top... your Head Up display shows you're 
pulling 9g's... 

With Falcon 3.0, you lead your own 
squadron of pilots. Your missions are 
straight from today’s headlines: Panama, 

Iraq, or some other international hot spot. The moun¬ 
tains, valleys, and rivers you fly over conform precisely 
to military maps of the areas. 


True to the General Dynamics F-16 Falcon, 
Falcon 3.0 gives you all the exhilaration of flying one 
of the most advanced 
fighters in the world. 

And all the dangers. 

Falcon 3.0, from 
Spectrum HoloByte™. 

If it were any more 
authentic, we’d be 
in trouble. 


You and 


behind 


ire trademarks of Sphere, 


Available for IBM AT, PS/2 and compatibles 

Spectrum HohByte 


A Division of Sphere, Inc. 

2061 Challenger Drive. Alameda, CA 94501, (415) 522-0107 









From the reaction 
you get when you 
click on the Gaia 
window, it's obvi¬ 
ous that your pri¬ 
mary objective 
should be to im¬ 
mediately elimi¬ 
nate as much pol¬ 
lution as possible. 


Hardware requirements: 
640K minimum memory; 
VGA, MCGA, EGA, Hercules, 
and Tandy 16-color graph¬ 
ics; hard disk required; 
mouse recommended; Ad¬ 
Lib, Sound Blaster, Sound- 
Master, and Tandy sound 
boards supported. 

S 1—1 ■=» 


ter, and a virtuous circle 
(negative feedback loop), 
which is embodied in the self¬ 
regulating functions of most 
Earth systems. The Daisy- 
world scenario of SimEarth 
supports the so-called "strong" 
Gaia hypothesis, which im¬ 
plies that life is interdependent 
on the other Earth systems— 
that is, life influences the geol¬ 
ogy and climate of Earth, and 
vice versa. 

On a nuts-and-bolts level, 
SimEarth is a well-designed 
simulation that makes full use 
of your computer's graphic 
and processing abilities. The 
various maps and charts are 
stunning, ineitherVGAor low- 
resolution MCGA (even EGA 
screens are nicely rendered). 
With one of the supported 
sound boards, the accompa¬ 
nying sound effects and music 
are particularly effective. And 
the point-and-click interface 
lets you negotiate the many 
windows and menus with a 
minimum of distress. You'll 
need considerable computing 
power, though, both in speed 
and memory. The huge 
amoimt of information to be 
manipulated precludes play- 



Daisyworld's sole life form is the 
daisy, although there are many 
different varieties of the flower. 
Since there are no clouds, Daisy- 
world's albedo (reflectivity coef¬ 
ficient) is a function of the vary¬ 
ing shades of daisies. 


ing SimEarth on anything less 
than a 286 computer with640K 
of RAM and a hard drive. 

SimEarth is a marvelous 
creation, so full of detail and 
imagination that you don't so 
much play it as experience it. 
With the environmental prob¬ 
lems we face in the next few 
years, I don't think it's an 
overstatement to say that ev¬ 
eryone could gain valuable 
insight from a few turns at 
SimEarth. In much the same 
way as its predecessor, 
SimCity, has been used as a 
planning and teaching tool by 



Your mission on Daisyworld is to 
regulate the planetary tempera¬ 
ture in the face of increased ra¬ 
diation from the sun. The number 
and color of the daisies determine 
how much sunlight reaches the 
surface, so controlling the flowers' 
population is essential. 


governments and schools, 
SimEarth could also be an ex¬ 
tremely useful resource. 

SimEarth is not an easy 
game to get into immediately 
because there's a lot of back¬ 
ground material to digest be¬ 
fore you can really appreciate 
what's going on. Fortunately, 
Maxis' documentation is a 
good read, full of fascinating 
facts, though not so many as to 
discourage the casual player. 
You can jump right in by using 
the experimental mode, but for 
a real grasp of what SimEarth 
has to offer, it really helps to 
study a bit beforehand. I 
promise you that it's quite 
painless. And you'll be re¬ 
warded by a unique computer 
gaming experience, a simula¬ 
tion that, hopefully, people will 
play and think about for years 
to come. 

GP 



If sociological and technological development appeals to you, you might want to 
try your hand at advancing the people of Stag Nation. The key here is somehow to 
increase the population to the point where the people can progress beyond 
subsistence living. 
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Red Baron 

WILLIAM R. TROTTER 


awn. Enor¬ 
mous woolly 
cloud banks 
hang over Do¬ 
ver. The Zep¬ 
pelin—which 
was last seen 
heading 
southwest, on 
its way to 
bomb the factory complex at 
Brighton — is up here...some¬ 
where. But it's a bloody big 
sky, and you lost your wingman 
flying through that mass of 
clouds over Tunbridge Wells. 
Maybe you'll find him, maybe 
not. You crane your neck to see 
behind you and off to either 
side. Nothing but sky. 

The engine on your little 
Sopwith Pup is straining as you 
fly in enormous circles to gain 
precious altitude, your ears 
keenly alert for any hint that 
your carburetor is starting to 
freeze up. 

Suddenly, just as you're 
about to enter a great gray an¬ 
vil of cloud, you look down. 
There she is! A vast black shape 
glides below you, like a shark 
of the sky, nosing into the 
clouds. You put the stick over, 
thankful that you took the time 
to get that extra 1000 feet of 
altitude — it means you can 
attack from above, die only 
angle which offers protection 
from the Zeppelin's multiple 
machine guns. 

It's gone into the clouds 
now, but you can still see its 
sinister shadow as your plane 
follows into a grayed-out 



For a real challenge, try a mano-a- 
manoduelwithoneofhistory'sfamous 
aces. The Red Baron himself will 
probably take you out in about three 
minutes. 


world. The shadow now looms 
huge in the ring sight and you 
open fire, sending a swarm of 
incendiary bullets into the 
murk, knowing that if the Zep 
catches fire, it'll light up the sky 
like a second sunrise. 

The sense of being alone in 



If you become a famous German ace, 
you'll be able to customize your per¬ 
sonal aircraft as France's Georges 
Guneymer did with his bright yellow 
Spad. 


a vast and dangerous sky, un¬ 
able to talk to anyone by radio, 
relying on a handful of primi¬ 
tive instruments, flying aircraft 
equipped with weak engines 
and even weaker wings — all 
this comes through powerfully 
in Dynamix' breathtaking 




The main menu in Red 
Baron offers a wealth of 
different ways to enjoy the 
simulation. If you like, you 
can jump right in and fly a 
mission without even 
reading the manual. 


World War I flying simulation. 
Red Baron. 

Eschewing a quickly mar¬ 
ketable "me-too" simulation, 
Dynamix has taken a lot of time 
and care with this product. The 
designers have, in fact, virtu¬ 
ally rethought the whole con¬ 
cept of flight simulators and 
created a program that makes 
it easy for a novice to jump 
right in and start having fun. 
Yet Red Baron retains such re¬ 
markable depth in its several 
layers of options that even the 
most experienced joystick 
jockeys can find all the chal¬ 
lenge they could ask for. 


AS REAL AS 
YOU LIKE IT 

At the heart of Red Baron's 
gaming system is the "realism 
panel," where, before each 
mission starts, you can fine¬ 
time the simulation precisely 
to the degree of difficulty 
commensurate with your skills. 
By starting off at the "novice" 
setting, you'll get aircraft that 
handle reliably and which fly 
without the sometimes-deadly 
quirks and idiosyncracies of 
their real-life counterparts. 
You'll also get on-screen grid 
references to make navigation 
simple, and a machine gun that 
never runs out of bullets. About 
the only thing bad that can 
happen to you is being shot 
down. Bad enough, true, but if 
you manage to land a damaged 
plane, you'll probably walk 
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away without serious injury. 

As you fly on these 
beginner settings, you still get 
to practice the basic tactics and 
skills that you'll need in order 
to stay alive on the harder 
settings. Whenever you feel 
ready for it, you can go back to 
the realism panel and start 
adding features: realistic 
weather, for example (so that 
when you fly into a cloud, the 
whole screen goes gray), or 
guns that sometimes jam. 

If you think you're up to 
the challenge, 
you can opt for 
realistic flying 
characteristics, 
instrumentation, 
and mechanical 
reliability; then 
you'll be facing 
the same odds 
the real World 
War I pilots had to face. 
Chances are you'll come away 
from that experience with new 
respect for tire men who flew 
these crates, and new com¬ 
prehension of why their 
mortality rate was so high. 

If you want to become an 
expert student of World War I 
aerial tactics, you should 
certainly read and study the 
manual chapter titled 
"Boelcke's Dicta." German ace 
Oswald Boelcke (40 victories; 
killed in October, 1916), though 
not as well-known as some of 
his comrades, was generally 
thought of as the fighter pilot's 
fighter pilot. He was perhaps 




After you 've started your career, you can review a map of the front. Allied and Axis 
aerodromes are indicated by blue and red dots, respectively, and clicking on a dot 
brings up information for that airfield. 


the keenest and most analytical 
student of tactics on either side, 
and his eight "dicta" encap¬ 
sulate the essence of his 
experience: Keep the sun 
behind you, fire only at close 
range, always keep a line of 
retreat open, always meet a 
diving attack head-on, etc. 
Once, when he was asked to 
summarize his doctrines, 
Boelcke replied: "Well, it is 
quite simple. I fly close to my 
man, aim well, and then he 
falls down." 

You can fly single 
missions, including balloon- 
busting missions that provide 
a lot of gratifying fireworks. 


or you can opt to enlist in either 
the Imperial German Air 
Service or the Royal Flying 
Corps for a whole tour of duty. 
Careers may be started early 
in the war, halfway through, 
or in 1918, when aircraft 
development and aerial tactics 
had reached a new level of 
sophistication. 

In the career mode, you'll 
fly every sort of mission, 
including routine patrols 
during which absolutely 
nothing happens (the potential 
for boredom from this realistic 
touch is mitigated by the 
thoughtful inclusion of a "time 
compression" feature). If you 






























AVAILABLE ON 
AMIGA 
& PC 


YOU SAY YOU WANT 
A REVOLUTION -THIS IS IT! 


The jolt of the landing jets, a piercing 
whine rapidly descending in pitch. 
The troopers off-load. They are 
Cyborg Class 2-A, approved to carry 
heavy energy weapons and tactical 
missiles for off-world combat. 

Every battle means fresh new 
injuries, every lost limb a gleaming 
cybernetic replacement, to make 
them better, faster, stronger. 

This is the proving ground for Rotox. 
Specially constructed landscapes in 
deepest space provide a nightmare 
environment of deadly machines and 
hostile life forms. Mistakes are fatal, 
but success will lead Rotox to the 
high powered weaponry fie needs to 
escape. 

SURVIVEandyou will build yourself 
into a lethal fighting machine. 

FAIL and your soul will wander the 
galaxy forever. 


• 10 levels, each with a different 
theme which must be cleared 
before Rotox can proceed to the 
next level. 

• Stunning state-of-the-art graphics 
and music. 

• Initially armed with only a lazer 
gun, Rotox must find extra 
weapons as he battles through 
the levels. 

• Weapons include scatter-bombs, 
grenade launchers, jet packs (lets 
you fly to other sections on the 
same level, but watch out you 
don't crash - your fuel is limited), 
heat-seeking missiles home in on 
your enemy. 

• Features unique 360 rotating 
landscape technique. 

























choose to start early in the war, 
you'll fly those missions in 
some pretty flimsy and 
underpowered aircraft. As 
time passes — assuming you 
survive — you'll be assigned 
new planes, transferred to new 
squadrons, and perhaps given 
a chance to custom-paint your 
personal aircraft, just as many 
of the real aces did (the German 
and French ones, at least; the 
R.F.C. frowned on the 
practice). 

Another feature thatmany 
players will enjoy is the option 
to refly actual historical 
missions. These scenarios 
allow you to relive, vicariously, 
highlights in the careers of 
such great fliers as Max 
Immelmann, Frank Luke, and 
Ernst Udet. 


HEAD-TO-HEAD 
WITH THE BARON 
HIMSELF 

Perhaps the greatest challenges 
in Red Baron are the one-on-one 
dogfights you can have with 
the great aces. Want to 
challenge Baron von Richt¬ 
hofen to a duel? Want to see if 
you can outfox the young 
Hermann Goering? Want to 
see how long it takes the vain 
but deadly 



The “realism 
panel" allows 
you to fine-tune 
the simulation, 
adding more au¬ 
thenticity as 
your expertise 
and confidence 
increase. 


great sky knights of legend are 
here, awaiting your challenge 
to do battle, and each computer 
opponent has been program¬ 
med to fly and maneuver in 
the style of the historical 
character chosen. Your only 
chance against most of these 
guys is to study their tactics 
diligently, and use your 



Individual missions let you jump right into the action or practice a specific set of 
flying skills for use in a career. 



A single keystroke lets you observe 
your missions from a midair "chase 
plane" position, and also lets you fully 
enjoy this program's exceptional 
graphics. 

knowledge to try to anticipate 
their moves. 

Also worth study is the 
section of line drawings that 
show the arcs of fire for most 
of the types of aircraft you'll be 
engaging, including balloons 
and Zeppelins. Each opponent 
has a blind, an angle from 
which you can attack with no 
threat of defensive fire. If you 
can get the sun at your back 
and position yourself at the 
correct angle, your chances of 
victory will increase signif¬ 
icantly. Incidentally, if you 
have all the realism options on 
and you fly toward the sun, 
your monitor screen will 
suddenly flare dazzlingly — 
an object lesson on why it is 
desirable to attack "out of the 
sun" whenever possible. 

And watch your altitude! 



Don’t forget to check behind you peri¬ 
odically — that’s where the enemy 
will try tocomefromduringa dogfight. 


Without time compression, it 
takes a long time to nurse an 
underpowered Fokker Ein- 
decker back to dogfighting 
altitude. In just a few minutes 
of action, you can suddenly 
find yourself surrounded by 
exploding "archie" rounds, 
500 feet above the trenches and 
a sitting duck for any enemy 
plane above you. 

Graphically, Red Baron is a 
state-of-the-artproduct. Atthe 
touch of a key, you can move 
from your cockpit into a chase- 
plane position behind your 
aircraft for a thrilling cinematic 
view of the action. All missions 
can be recorded and played 
back later from any viewing 
angle you choose. Moreover, 
Dynamix has made it possible 
to stop the replay and jump 
back into the mission at any 


































FILL OUT AND MAIL IN THE SUBSCRIPTION CARD TODAY 




Hardware Requirements: 
640K minimum memory re¬ 
quired; 256-color VGA only; 
hard disk and joystick rec¬ 
ommended; mouse op¬ 
tional; supports Roland MT- 
32, PS/1, LAPC-1, Ad Lib, and 
Sound Blaster sound boards. 



point, in order to try out any 
ideas that may have come to 
you as you watched the tape. 

Players with sound boards 
(the game supports five 
different types of sound 
systems) are in for a treat. 
Engine noises, flak bursts, the 
gratifying metallic "whap" of 
your slugs hitting a target, 
the alarming 
"spang!" of an 
enemy bullet 
shattering a 
wing strut — all 
add greatly to 
the realism. And 
the background 
music that her¬ 
alds the game's 
opening credits 
is appropriately stirring. 

As the final touch to this 
magnificent simulation, 
Dynamix has provided a 
beautiful book of docu¬ 
mentation (ring-bound, so 
that it folds back flat without 
damage), crammed with 
historical photos, tactical 



You'll probably survive if you manage 
to land a heavily damaged plane, but 
a serious wound requires a stay in the 
hospital. 

diagrams, and full-color plates 
of many of the aircraft 
encountered in the game. 

In fact, every aspect of Red 
Baron shows a degree of care 
and imagination that sets a new 
standard for flight simulators. 
It's both "easy" and "hard," 
with all sorts of gradations in- 
between. Even if you've never 



Scratch one Gotha bomber! Explosion, tracer, and damage effects are very 
convincing in Red Baron. 



You can run a dozen "careers" simultaneously, some on the German side, some 
on the Allied side. There are plenty of missions, so events rarely become predict¬ 
able. 


tried a flight simulator before. 
Red Baron makes it easy to start 
having fun right away. And if 
you're a veteran of con¬ 
ventional flight simulators, 
you'll find it quite challenging 
to put the realism settings on 
maximum and pit your skills 
against not only the enemy, 
but also against engines that 
freeze at high altitudes and 
wings that fall off during 
power dives. 



It's hard to think of 
anything Dynamix could have 
done better in this product. 
Red Baron, the simulation, is as 
much an aristocrat as its 
namesake. 


GR 














































mOREALUES. 
MORE ADUERSARES. 
THE ISLAID OF KESMAI 
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Finally, a role-playing game big enough for your imagination. The Island of Kesmai T . M Up to 100 people can 
play at once, battling their way through 62,000 hexes of scalding deserts, towering cliff-top cities, clammy 
underground catacombs, and 3,250 truly disgusting computer-generated creatures. 

No matter how many friends you make, or how many villains you dispatch, you'll never, ever get enough. 

And The Island of Kesmai is only one of the exciting multi-player games you can play on CompuServe. We 
also offer the treacherous British Legends 5 / 1 as well as many others. All you need to play is a personal computer, 
a modem, and a CompuServe membership. To join, or for more information, call today. 

And take a trip to the Islands that's anything but relaxing. 

CompuServe® 

800 848-8199 













Regardless of your profession, 
you need to stop by the 
apothecary, where Harik will 
concoct some valuablepotions 
for you. 


Quest for Glory II: 
Trial by Fire 


LESLIE MIZELL 



team 


fiziza: 

It must be worn away before it can be capturedaa 
and it is only vulnerable to flame. ® 


Remember the rules of etiquette when you visit Aziza — the enchantress is tc 


f you've ever 
wanted to be 
a real hero 
without risk¬ 
ing your life, 
you need to 
check out Si¬ 
erra's Quest 
for Glory 
game series. 
It's designed for would-be he¬ 
roes, and it provides hours and 
hours of challenge and fun. 

In the first Quest for Glory 
game (the series was originally 
titled Hero's Quest), So You 
Want to Be a Hero, you earned 
the title of hero by saving the 
medieval town of Spielburg 
from the grip of the evil witch 
Baba Yaga. Trial by Fire, re¬ 
leased several months ago, is 
the second adventure. Here, 
designers Lori and Corey Cole 
spirit you away to Shapeir, a 
village right out of The Arabian 
Nights. 

Without your help, 
Shapeir has considerably less 
than 1001 nights left to exist. Its 



It’s best to exchange all your gold at 
once so Dinarzad won't keep taking 
out commissions. She’s an important 
contact — especially if you've chosen 
to play as the thief. 


sister city, Raseir, has been 
taken over by an evil wizard. 
This magician, Ad Avis, has 
imprisoned the city's emir and 
placed its citizens under mar¬ 
tial law. Even worse, the Ele¬ 
ments of Fire, Air, Earth, and 
Water have devastated Raseir 
and are now headed toward 
Shapeir, threatening it with fire 
and flood. And the emir of 
Shapeir has disappeared. This 
city really needs a hero! 


A HERO BY ANY 
OTHER NAME 

As in So You Want to Be a Hero, 
you can choose to be one of 
three characters — fighter, 
magician, or thief — in Trial by 
Fire. Although the game plays 
basically the same no matter 
which character you choose, 
many of the puzzles you en¬ 
counter are tailored to specific 
professions. There are also 
problems all three characters 




Every action you're required to do in 
Trial by Fire has a reason. If you’re 
challenged to walk a tightrope, practice 
until you're an expert. 


will face in which various solu¬ 
tions will work, depending on 
your hero's specialties. For ex¬ 
ample, if a hero were trying to 
obtain an object that's not for 
sale, the fighter could battle for 
the object, whereas the magi¬ 
cian could use a spell to procure 
it or the thief could steal it. 

Once you've chosen the 
profession of your hero, you 
can examine his statistics and 
then distribute an extra 50 
points to the categories in which 
you wish to strengthen his 
skills. It would be wasteful, for 
instance, to allot points to lock¬ 
picking if your character is a 
fighter, or to bolster the magic 
skills of a thief. Sierra suggests 
these point allotments: For the 
fighter, divide your points 
among strength, vitality, and 
fighting skills; for the magician, 
split points among intelligence, 
agility, and magic; and for the 
thief, add ten points each to 
agility, vitality, luck, stealth, 
and lock-picking. 

If you've played So You 
Want to Be a Hero, it's possible 
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to import your character into 
Trial by Fire. There are both 
advantages and disadvantages 
to doing so, and whether you 
should start with a seasoned 
hero depends largely on how 
you fared in the first game. 
(Imported characters don't re¬ 
ceive 50 extra points.) 

When we imported our 
thief hero into Trial by Fire, he 
ended up with greater 
strength, intelligence, agility, 
vitality, weapon usage, and 
climbing skills than a new 
character would have,but with 
fewer points in luck, dodging 
ability, stealth, lock-picking 
and throwing skills. Our im¬ 
ported character 
also had consid¬ 
erably more 
points in both 
health and stam¬ 
ina. All things 
considered, our 
original character 
was a significant 
improvement 
over a newly created one. 

No matter what career 
your character follows, it's im¬ 
portant for him to practice his 
arts. A fighter should accept 
any opportunity to fight; a 
magician should leam every 
spell possible; and not only 
should a thief sneak instead of 
walk to increase his stealth, 
but should also pick the lock 
on any door. Make the right 
moves with your hero and by 
game's end, he should have 
the maximum number of 
points (200) in most of the skills 
of his trade. 


THE ELEMENTS 
OF HEROISM 

The city of Shapeir is com¬ 
posed of many twisting alleys 
and streets connected by four 
plazas. Your first move would 
logically be to buy a map — 
but for some reason you forgot 
to exchange your gold for 
dinars back in Spielburg. So 
you have to hunt for Ali the 
money changer before you can 
truly get started. Don't panic 


as you try to maneuver 
through the mazelike street 
system. Once you find Ali and 
buy his magic map, you can 
almost always point-and-click 
to arrive at your destination. 

Exchange all of your gold 
for dinars—you don't want to 
have to keep returning and 
paying commissions to 
Dinarzad the money changer. 
Once you have a map in hand, 
explore the plazas and buy any 
wares the merchants have for 
sale. You should also start 



During the day, the desert is the ha¬ 
ven of brigands, terror sauruses, and 
scorpions. At night, you'll encounter 
scorpions and ghouls, as well as packs 
ofjackalmen you mUst battle. 



Your saurus is better than a map — and more affectionate. There's no need to 
retrace your steps in the desert; Shapeir is only one screen away any- time you tell 
your saurus to “go home." 
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Your saurus is more loyal than a 
puppy, and not much more intelli¬ 
gent. Could he have something to hide? 
Aziza the Enchantress will reveal his 
true persona. 

buying potions, pills, weap¬ 
ons, and magic items from the 
stores in the plazas—but keep 
an eye on your funds. Al¬ 
though there are ways to get 
more money, the opportuni¬ 
ties won't come along until 
later in the game. 

Time in this game is di¬ 
vided into days, and as a re¬ 
sult, events happen at a lei¬ 
surely pace, to say the least. 
For example, you won't be able 
to go to Raseir until day 17. If 
you're familiar with the style 
of play in Sierra games, you'll 
probably want to adjust the 
time scale to its fastest speed. 
Otherwise, those mid-after¬ 
noon hours can really drag. 

Although defeating the 
four Elements (Fire, Air, Earth, 
and Water) is your primary 
goal in Shapeir, there are other 
quests. You need to spend 
some time in the desert fight¬ 
ing brigands, jackalmen, and 
scorpions. You also need to 
restore the soul of Julanar the 
tree-woman, and obtain the 
ingredients for the dispel po¬ 
tion. And you'll have to stop 
by and see what you can learn 
from the enchantress and the 
astrologer. 

But before you can get to 



Once you reach Raseir, stop by the 
Blue Parrot Inn. Signor Ferrari, the 
proprietor, has some valuable advice. 
He's also a valuable contact for thieves. 




Raseir, you must defeat the 
Elements. Aziza the Enchant¬ 
ress will give you the informa¬ 
tion you need to fight them, 
but make sure you have the 
lures and containers necessary 
to fight each of the Elements 
when the flames start licking 
through Shapeir or when the 
plazas start shaking from 
earthquakes. 

The first Ele¬ 
ment you encoun¬ 
ter, Fire, must be 
lured into an alley- 
way with incense. 

When your incense 
bag is empty, put 
down the lamp (the 
container for Fire), 
use water to weak¬ 
en the Element, 
then put the flame 
in the lamp. The 
Air Element is the 
most difficult to 
defeat—especially 
if you've selected a 
difficult arcade 
level. Throw dirt 
into the center of 
the Element's tornado until it 
is unable to move, then quickly 
capture it in the proper con¬ 
tainer. 

The other two Elements 
are no problem to defeat. The 
Earth Element turns to dust 
when you throw just one 
burning powder between its 
eyes, and you can use the Air 


Element to blow the Water El¬ 
ement off course, then capture 
it in the appropriate container. 

HERO AT LARGE 

After you've captured the four 
Elements, restored the tree- 
woman's soul, and located the 
emir, you're ready to travel to 


Raseir. The grateful citizens of 
Shapeir give you all the provi¬ 
sions you need, so don't worry 
if you forgot to fill your 
waterskin. 

Once you've checked into 
the Blue Parrot Inn, talk to the 
proprietor to get the scoop on 
the town. Unfortunately, your 
map doesn't help much in 


Ad Avis hypnotizes 
you and makes you 
follow him to the 
Forbidden City, but 
even his wizardry 
can't open the doors 
of the tomb. You hold 
the item that will place 
the moon between the 
dragon and the scor¬ 
pion. 





























CHIPS & BITS • IBM & AMIGA GAMES 


IBM WARGAMES 


Am Civil War 1,2, i 
Banzai 

Battle of Austerlitz 


IBM SIMULATION 

688 Attack Sub $2 

A10 Avenger $4 

A10 Tank Killer $2 


$32 Archipelagos 
r 3 $28 Armada 2525 

$28 Balance of Power 1990 $34 Abrams Battle Tank 
Balance of the Planet $34 


Battle Tank Barbarosa $36 Bandit Kings of China $40 


Battle Tank 

Battles of Napoleon $34 
Battleship Bismark $28 
Blitzkrieg Ardennes $39 
Borodino $30 

Civil War $39 

Conflict in Vietnam $12 
Decision at Gettysburg $32 
Fall Gelb $36 

Fifth Eskadra $36 

Fire Brigade $35 

Fleet Med $36 

Frontline $34 Hidden Agenda 

German Raider Atlantis $28 Imperium 

Gettysburg:Turning Pnt $39 Liberty or Death 

Golan Front $36 Lost Patrol 


Black Gold 
Breach II $24 

Breach II Scenario Disk$15 
Castles $39 

Centurion $34 

Command HQ $36 

DRAGON Force $34 

Empire $33 

FireTeam 2200 
Genghis Khan $39 

Gold of the Americas $ 12 
Guns or Butter 



'TEST DRIVE III' 
ACCOLADE is Ol 

ready to blow the doors 
driving 

simulation 
market. The 
long tunnels, highways 
& side roads, mountain 
curves & ocean straight 
aways. Unmatched 

might driving, headlights 
|& wipers, instant replay 
360 chase car 
3. Exploration: 
[backtracking, cross 
[country, mulitple 
& secret tracks. 


Halls of Montezuma $12 Ogre 

Harpoon $39 Omega 

Harpoon Set 2, 3 or 4 $22 Overlori 

Harpoon Editor $28 

High Seas $33 

In Harms Way $36 

Kampfgruppe $39 

Kriegsmarine $36 

Kursk Campaign $36 

Long Lance $36 

Main Bttle Tank C Grm $36 

Main Bttle Tank N Grm $36 


Mediev 


$36 


Populous $32 

Populous Promise Land$14 
Project Moonbase $34 

Railroad Empire $34 

Railroad Tycoon $36 

Reach for the Stars III $12 
Revolution 76 $33 

Romance 3 Kingdom II $45 
Rules of Engagement $34 
SimCity 


Midway $28 

Moscow Campaign $36 
Napoleon Russia 1812 $12 
North & South $28 

Northern Fleet $36 

Operation Overlord $36 
Pacific Storm $36 

Panzer Battles $28 

Patton v Rommel $16 
Prelude to Jutland $28 
Red Lightning $12 

Rommel at El Alamein $36 
Rommel at Gazala $36 
Rommel North Africa $28 
Rorke's Drift $39 

Second Front $39 

Shiloh:Grant's Trial $12 
Strike Fleet $16 

Stalingrad Campaign $36 
Storm Across Europe $39 
Suez 73 $39 

To The Rhine $36 

Typhoon of Steel $39 
Under the Ice $30 

UMS II: Nations at War $36 
War Game Cnstrctn $ 12 
Waterloo $39 

White Death 


IBM SIMULATION 

Stunts 
Tank 

Team Yankee 


IBM SPORTS 

Microleague Basketball $28 
$34 ML Personal Pro Golf $28 
ML Wrestling 1 


$19 


Armour Alley 

Battle Command $34 

Battlehawks 1942 $24 

Blue Angels $33 

Blue Max:Aces WW I $29 

Cardinal of the Kremlin $34 

$34 Cycles Grand Prix $28 

$36 Das Boot Submarine $29 

$34 Days of Thunder $34 

$33 Echelon $39 

$34 Elite Plus $34 

$39 FI 4 Tomcat $34 

FI 5 Strike Eagle I $12 

F15 Strike Eagle II $34 

FI 6 Combat Pilot $34 

F19 Stealth Fighter $ 39 

F29 Retaliator $34 

FI 17A Stealth Fighter $45 


Falcon AT $39 

Falcon 3.0 $43 

Flight Simulator 4.0 $39 

Gun Boat $33 

Gunship $16 

Gunship 2000 $45 

Heatwave $28 

Hunt for Red October $22 

Hyperspeed $39 

Instnt Facilities Locator $28 
JET 

Jet Fighter 2.0 
Knights of the Sky 
LHX Attack Chopper 
Life & Death 1 or 2 
Lightspeed 
Ml Tank Platoon 



|H 


$32 MSFL Pro Draft 
$19 NFL Challenge 

1 J'UMS IhNATIONS AT 

'AR’by MICROPLAY 

sophisticated 
wargame construction 
Global in scope 
UMS II gives you 127 
nations 525 provinces & 
32000 military 
Four levels of command 

levels of visual 

you the entire 
planet down ' ~ 
squares. The optional 
allows you 
to design entirely 
worlds. Three scenarios 

$39 NFL 1985-1987 Ea $15 

$45 NFL 1988-1990 Ea $22 

$33 NFL All Star Teams $22 

$43 NFL College Alumni $22 

$22 NFL Dream Teams 


Their Finest Hour 
Tracon II 
Vette 

Wing Commander 
Mission Disk 1 or 2 
Wing Commander 2 $45 NFL Greatest Teams $22 


$33 

$42 


Wings 
Wolfpack 
Yeager's AFT 2.0 


$39 


Mig 29 Fulcrum 
PHM Pegasus $ 7 

Power Boat Simulator $39 
Red Baron $34 

Red Storm Rising $31 
Renegade Legion $39 
Rapcon $34 

Sailing Instrctr Mstr Dsk$19 
Sailing Disk 1 - 8 Ea. $34 
Sailing Simulator $39 
Sands of Fire $31 

Scenery Disk 1 - 6 Ea. $19 
Scenery Disk 7 -12 Ea.$22 
Scenery Disk Hawaii $22 
Scenery Disk Japan 


$45 Secret Weapon Luftwaff$39 


IBM SPORTS 

3D Pool 
4th & Inches 
4th & Inches Teams 
APBA Baseball $28 

APBA GM Disk $31 

APBA Innovator $34 
APBA Stat Master $39 
APBA Wizard $31 

APBA 1908 - 88 Ea $21 
APBA 1989-90 Ea $19 
Basketball Challenge $28 
B ball Ch. 1987-88 Ea$13 
B ball Ch. 1989-90 Ea$17 
Bo Jackson Baseball $34 
Downhill Challenge $21 
Face Off $31 

Fast Break $17 

Ferrari Formula 1 $16 

Grand Prix Circuit $17 
Gretsky Hockey 
Gretsky League 
Hardball II 
Hat Trick 


$34 NFL Pre Season '90 $22 

$34 NFL Roster Editor $20 

$19 NFL Situation Editor $20 

NFL Proleague Football$49 
Nicklaus Unlimited Golf $39 
$25 NG Course 1,2, 3 or 4 $15 

$15 Omni Basketball $34 



IBM AD & D 

Champions of Krynn $32 
Curse of Azure Bonds $32 
Death Knights of Krynn $32 
Dragon Strike $32 

Dragons of Flame $ 12 
Eye of the Beholder $32 
Heroes of the Lance $12 
Pool of Radiance $32 
Secret of Silver Blades $32 
War of the Lance $32 


$28 

Bad Blood $31 

Bard's Tale I $16 

Bard's Tale II $19 

Bard's Tale III $32 

Battletech I $34 

Battletech II $34 

Buck Rogers $34 

Drakkhen $39 

Dragon Lord $34 

Dragon Wars $34 

Escape from Hell $34 

Federation $34 

Fountain of Dreams $34 

Hard Nova $34 

Hero's Quest 1 or 2 $34 

Keef the Thief $16 

King's Bounty $34 

Knights of Legend $34 

Legacy of the Ancients $ 7 
Lord of the Rings 1 $36 

Magic Candle I $34 

Magic Candle II $39 

Martian Dreams $39 

Mechwarrior $33 

Megatraveller 1 $34 

Megatraveller 2 $39 

I 'NFL CHALLENGE' 

from XOR CORP is the 
most realistic football 
game ever created for 
computers. Designed 

human vs computer 
play, you call the plays 
and the computer 
displays the outcome. 
Features all 28 NFL 
teams, three computer 
coaches, player stats, 
fumbles, interceptions, 
injuries, substitutions, 
penalties, and animated 
play action with instant 
replay. $60 


Covert 
[|f \ction 

QH A lechno-Thriller 

COVERT ACTION’ 
from MICROPROSE is 

a game of internatinal 
espionage. Infiltrate 
enemy buildings, place 
wiretaps, decode secret 
messages, plant bugs, 
stake out suspects, 
recruit double agents, 
recover stolen goods 
and rescue hostages. 

Indianapolis 500 
International Hockey 

Lakers v Celtics 

LH 3 in 1 Football 

LH Boxing 

LH College Basketball 
LH Full Count Baseball 
LH Hockey 

LH Pro Basketball 

Links Golf 

Hull tin- Caw Files 
H91 cl Mm Remington. 

Put it all together to 
stop terrorism and end 
the drug problem. An 

Madden Football 
Madden Team Disk 89 
Mario Andretti Racing 

A8CR0PBQSE 

cases lead you to the 
ultimate capture of 21 
masterminds. $34 

Mean 18 Disk 2 

Mean 18 Disk 5 & 6 
Microleague Baseball 


Star Control 
Starfleet I 
Starfleet II 
Stellar Crusade 
Sword of Aragon 
$39 Warlords 
$33 Worlds at War 


Sherman M4 
Silent Service I 
Silent Service II 
Steel Thunder 
Stormovik 
Strike Aces 
Stunt Driver 


$28 Omni Horse Racing $34 

$21 PGA Tour Golf $34 

$34 Pro Tennis Tour II $34 

$17 Rack'em $28 

$18 Reel Fish'n $34 

$34 Ski or Die $28 

$30 Superstar Basketball $24 

$32 Superstar Ice Hockey $28 


$30 TV Sports Baseball $34 

$39 TV Sports Basketball $34 

$34 TV Sports Football $34 


$30 Weaver Baseball 1.5 $28 

$15 Weaver Commissioner $16 
$25 Weaver 1988-1990 Ea$ 16 


$34 ML WSeries Decades $17 Ad Lil 


ML 1982- 
ML All Stars 

ML Franchise Disks Ea $20 
ML Box Score Stats $20 Mach 1 + Joystick 
ML General Manager $25 Mach 3 Joystick 
ML Roster Security $20 Sound Blaster 


Ea $17 Flight Stick $49 

$ 17 Flight Stick with Falcon $59 

..Joystick 


Might & Magic I $19 

Might & Magic II $33 

Phantasie III $12 

Pirates $16 

Prophecy I $19 

Questran II $12 

Sentinal Worlds $18 

Space 1889 $31 

Spirit of Excaliber $34 

Star Command $12 

Star Saga I or II $34 

Starflight I $19 

Starflight II $34 

Sword of the Samurai $ 19 
Tangled Tales $21 

Times of Lore $28 

Tunnels & Trolls $34 

Twilight 2000 $39 

Ultima Savage Empire $39 
Ultima Trilogy, 4, or 5 $39 
Ultima 6 $42 

Ultima 7 $45 

Wasteland $16 

Wizardry Cosmic Forge $39 
Wizardry Trilogy $34 

Wizardry 4 $19 

Wizardry 5 $34 

Xenomorph $34 























FOR LESS • CALL 800 - 753 ■ GAME 


IBM TRADITIONAL 

Amarillo Slim Poker $34 
Battlechess EGA $31 
Battlechess VGA $34 
Battlechess II $34 

Chessmaster2100 $34 
Clue Master Detective $28 
Cribbage King/Gin King $19 
Crossword Magic $34 
Edwrd O Thrp Blck Jck $34 
Family Crosswords $28 
Family Feud $13 

L Games People Play $34 
' Grand Slam Bridge $24 
Hollywood Squares $ 15 
Hoyle's Games 1 or 2 $21 
Ishido $36 

Jeopardy Silver Edition $ 15 
Jones in the Fast Lane $25 
Lexicross $28 

Living Jigsaws $28 

Monopoly 



Penthouse Jigsaw $28 

Price is Right $15 

Puzzle Gallery I $28 

Puzzle Gallery II $34 

Risk $28 

Sargon IV $34 

Scrabble $28 

Scruples $28 

Shanghai $15 

Shanghai II $34 

Sorry $15 

Solitaire Royale 


$24 


Stratego $31 

Strip Poker III $34 

Strp Pkr Data 1,2,3,or 4$19 
Trivial Pursuit $28 

Trump Castle $25 

Vegas Casino I or II $10 
Wheel of Fortune Gold $15 

HINT BOOKS 

688 Attack Sub $10 
Bard's Tale I, II, or III $10 
Buck Rogers $10 

Champions of Krynn $ 10 
Curse of Azure Bonds $ 10 
Dragon Wars $10 

Drakkhen $10 

Fool's Errand $10 

Indy Jones Lst Crsade $10 
Maniac Mansion $10 
Might & Magic I $10 

Might & Magic II $10 
Neuromancer $10 

Pool of Radiance $10 
Puzzle Gallery I $10 
Quest for Clues 1,2 or3 $ 19 
Secret of Silver Blades $10 
Sentinal Worlds $10 
SIERRA HINT BOOKS $ 9 
Starflight I $10 

Starflight II $10 

Ultima IV, V, or VI $10 
Wasteland $10 

ZakMcKracken $10 


IBM ACTION / ARCADE 

Airborne Ranger $15 

Amazing Spiderman $25 

Arachnaphobia $28 

Back to the Future II $34 

Batman $28 

Batman The Movie $39 

Billy the Kid $28 

Blockbuster $25 

Blockout $28 

Blood Money $28 

Bruce Lee Lives $28 

Budokan $34 

Dark Century $31 

Day of the Viper $33 

Dr Doom's Revenge $25 

Dragon's Lair 1 or 2 $45 

Faces Tetris III $28 

F40 Pursuit $31 

Fire Power $24 

Ghostbusters II $28 

Grave Yardage $25 

GETTYSBURG' 

you command of 
ir army at the 
Iturning point of the 
American Civil War. 
Features include real 
I time play, historical 
accuracy, hidden or 
revealed movement 
and 147 square miles 
of detailed VGA maps. 
The simulation allows 
you to combine units, 
create new smaller 
units, transfer men or 
supplies and send out 

Harmony $31 

Indy Jones Lst Crsade $ 19 
Lemmings $34 

Loopz $28 

Low Blow $28 

Marble Madness $16 

Nevermind $25 

Night Hunter $25 

Night Shift $28 

Oil's Well $25 

Pipe Dream $19 

Power Drift $25 

Powerdrome $28 

Punisher $25 

Qix $25 


IBM ADVENTURE 

Altered Destiny $34 

Arthur Quest Excaliber $28 
B.A.T. $34 

Chmbr Sci Mutnt Prstss$34 
Circuit's Edge $28 

Code Name: Iceman $34 
Colonel's Bequest $34 
Conquests of Camelot $34 
Countdown $39 

Covert Action $36 

Crime Wave $39 

David Wolf :Scrt Agnt $15 
Die Hard $28 

Don't Go Alone $28 
Earthrise $34 

Elvira $34 

Fool's Errand $34 

Future Wars $28 

Gold Rush $25 

Heart of China $39 

Hostage $28 

Hound of Shadow $28 
Indy Jones Lst Crsade $24 
It Came from the Desert$34 
James Bond Stealth $34 
Joan of Arc $31 

Journey $34 

King's Quest 1,2,3 or 4 $34 
King's Quest 5 $39 


IBM ADVENTURE 

Uninvited $28 

Universe I, II, or III $34 
War in Middle Earth $34 
Where Europe Carmen?$30 
Where USA Carmen? $30 
Where World Carmen? $27 



$34 

Leisure Suit Larry 1 $28 

Leisure Suit Larry 2 or 3$34 
Loom $39 

Manhunter NY or SF $28 

Maniac Mansion $16 

Mean Streets $38 

Monty Python $39 

Murder Club $28 

$31 

Night Hunter $25 

Oregon Trail $28 

Planet of Lust $29 

Police Questl or 21 $34 

Rise of the Dragon $34 

Rocket Ranger $19 


Where Time Carmen? ! 
William Tell 
Wonderland 
Zak McKracken 
Zork Zero 


$34 


SDI 


$15 



Search for the King $38 

Secret Monkey Island $39 

Seven Spirits of Ra $17 

Sex Vixens from Space $28 
Shadowgate $31 

Shadows of Mordor $28 

Shogun $40 

Sinbad $15 

Space Quest 1 or 2 $28 

Space Quest 3 $34 

Space Quest 4 $39 


Teenage Mtnt Nnja Till $28 
Tetris $24 

Terrorpods $28 

Untouchables $28 

Vaxine $28 

Welltris Tetris II $24 

X Men I or II $25 

Zany Golf $16 

Zoom $22 


THREESIXTY PACIFIC 

is based on 
experiences of Peter 
Cramer a surviving 
U-Boat Captain, 
captivates the player 
with a visual panaroma 
unlike any other seen in 
submarine simulation. 
Sound board support, 
historical missions, and 
256 color VGA graphics 
combine with multiple 

instant replay to make 
this an action packed 
simulation. $29 

Spellcasting 101 $34 

Startrek 3 or 4 $28 

Startrek V $33 

Startrek:Nxt Generation $34 
Street Rod 1 or 2 $28 

Third Courier $34 

Three Stooges $19 

Time Quest $39 

Total Eclipse $28 


BAT 

Blood Relatives $34 
Chronoquest I or II $34 
Code Name:Iceman $38 
Colonel's Bequest $38 
Conquests of Camelot $38 
Future Wars $34 

Indy Jones Adventure $35 
It Came from Desert I $34 
ItCamefromDesertll $18 
King's Quest I,II,III,IV $34 
Leisure Suit Larry 2 or 3$34 

Manhunter NY or SF $33 
Neuromancer $31 

Night Hunter $28 

Police Quest I or II $34 
Sci Mutant Priestess $31 
Search for the King $ 41 
Space Quest I or II $34 

Space Quest III $37 

Star Trek V $34 

War in Middle Earth $34 

Where Europe Carmen?$34 
Where USA Carmen? $34 


AMIGA ROLE PLAYING 

Autoduel $28 

Bard's Tale I $18 

Bard's Tale II $42 

Battletech $34 

Bloodwych $34 

Buck Rogers $34 

WORLDS AT WAR' by 
Lyric Software 
game of naval combat 
on a galactic scale. 
Simple in concept, you 
can play the tactical 
study for an hour; or th 
campaign game for 
weekend. Features 
include random map 
generation, hidden 
movemnet, design your 

capture palnets to build 
more units. CGW said 
"...like EMPIRE, what 
this game has is play- 
value". $30 

Captive $34 

Champions of Krynn $34 
Curse of Azure Bonds $34 
Dragon Lord $34 

Drakkhen $39 

Dungeon Master 1 or 2 $28 
Federation $34 

Fool's Errand $34 

Hound of Shadow $28 
Immortal $34 

Lords of the Rising Sun $30 
Might & Magic II $41 



AMIGA SIMULATION 

688 Attack Sub $34 

A10 Tank Killer $33 

Battle Command $34 
Blue Max:Aces WW I $34 
Cycles Grand Prix $34 
Days of Thunder $34 
Dragon Strike $34 

F16 Combat Pilot $34 

F19 Stealth Fighter $39 

F29 Retaliator $34 

FA18 Interceptor $18 
Falcon $34 

Falcon Mission Disk $ 18 
Gunship $34 

Heatwave $28 

Hunt for Red October $22 
Ml Tank Platoon $39 
Silent Service I $15 

Test Drive II $30 

CA or Euro Challenge $ 15 
MuscleorSuperCars $15 
Red Storm Rising $30 
Their Finest Hour $39 
Wings $34 

Yeager's AFT 2.0 $28 


Pool of Radiance 
Space Rogue 
Spirit of Excaliber 
Starflight I 
Tusker 
Ultima IV 
Universe III 
Xenomorph 


$34 


AMIGA ACTION / ARCADE 

Aquanaut $28 

Batman $34 

Battlehawks 1942 $34 

Budokan $28 

Day of the Viper $33 

Dragon’s Lair I or II $41 

Dragons of Flame $28 

Harmony $34 

Heroes of the Lance $28 

Loopz $34 

Magic Fly $28 

Marble Madness $18 

Nevermind $26 

Pipe Dream $28 

Projectyle $28 

Puffy's Saga $25 

Shadow of the Beast $29 

Shadow of the Beast II $39 
Treasure Trap $28 


AMIGA STRATEGY 

Breach II $24 

Breach II Scenario Disk$15 
DRAGON Force $34 
Empire $33 

Genghis Khan $39 

Imperium $28 

Lost Patrol $34 

Nobunaga's Ambition $39 
Nuclear War $34 

Populous $34 

Powermonger $34 

Reach for the Stars $29 
Romance 3 Kingdoms $45 
SimCity $33 

Sword of Aragon $28 

AMIGA WARGAMES 

Battle Tank Barbarosa $36 
Blitzkrieg 1MB $38 

Gettysburg:Tum Point $39 
Harpoon $39 

Harpoon Set 2 or 3 $22 

Harpoon Editor $28 

Kampfgruppe $39 

Kursk Campaign $36 
Main Battle Tank $36 
Malta Storm $36 

Moscow Campaign $36 
North & South $31 

Operation Overlord $36 
Overrun $39 

Red Lightning $39 

Rommel at Gazala $36 
Second Front $34 

Storm Across Europe $39 
To the Rhine $36 

Typhoon of Steel $39 
WARLORDS' 

STARTEGIC STUDIES 
GROUP is a huge eight 
player strategy game of 
empires and armies, 
castles and heroes, 
monsters and dragons. 
Capture cities to 
increase production. 
Use your heroes to 
form alliances. Improve 
castles and garrison 
Itroops to defend your 
empire. Lay siege to 
your enemies' castles 
to destroy his armies. 
Ambush his heroes to 
destroy leadership. $34 


White Death $39 

AMIGA SPORTS 

Gretsky Hockey $36 
Gretsky League $28 
Harball II $28 

Omni Basketball $34 
Omni Horse Racing $34 
TV Sports Basketball $34 
TV Sports Football $34 

CHIPS & BITS 

POBox 234 
Rochester VT 
05767 

802 -767 -3033 
800 -753-4263 

Visa & MC accepted, CODs $4 
UPS $3.5 / order 
UPS 2 Day Air $6 /order 
UPS Express Air $17 / order 
Air Mall to Canada $6 / order 
HI, AK,PR UPS 2 Day Air 
$10/order 























Hardware requirements: 
640K minimum memory; 
VGA, MCGA, EGA, CGA, 
Tandy 16-color, and Her¬ 
cules graphics; hard disk 
recommended; 8mhz or 
faster machine recom¬ 
mended; mouse recom¬ 
mended; joystick optional; 
supports sound boards. 


Some heroes might consider this the end of their quest: a harem full of willing 
young lovelies. Maybe when you've returned Iblis to the Forbidden City.... 


Oops! Try again — and this time 
remember that one false move releases 
the demon. 


Although you 
can't stop Ad Avis 
from stealing Iblis, 
you can return the 
demon to his tomb. 
You just need the 
help of the one 
thing that's miss¬ 
ing from this 
Arabian Nights 
tale — a genie. 


If you can't stop Ad Avis from completing the ritual, you can say good-bye to 
Raseir — and the rest of the world as well. 


Raseir, but at least most of the 
streets here are boarded up. If 
you manage to get lost, how¬ 
ever, you're in pretty deep 
trouble, because Raseir's 
streets have no signs. You 
should also remember that 
there's a strictly enforced cur¬ 
few in the town, so you need to 
be indoors by sunset—unless, 
of course, you're a thief. 

But no matter how care¬ 
ful you are, you're going to 
wind up in jail. And no sooner 
do you escape than you find 
yourself in the clutches of Ad 
Avis, hypnotized by his magi¬ 
cal gaze. Zip! Under his evil 
spell, you're off to the Forbid¬ 
den City to help 
fulfill the proph¬ 
ecy you've heard 
so much about 
ever since you ar¬ 
rived in Shapeir. 
Once again you 
must brave Fire, 
Air, Earth, and 
Water until you 
reach the tomb of the demon 
Iblis, a terrible being impris¬ 
oned in a shard of crystal. 

No sooner has Ad Avis 
grabbed the crystal for his own 
evil plans than you're released 
from your spell and realize that 
you've been duped. There's 
still time to regain your hero 


status—but only if you hurry. 
Iblis must be returned to the 
Forbidden City before he de¬ 
stroys the world. 

Trial by Fire is truly a su¬ 
perior graphic adventure. 
While many role-playing 
games throw logic to the wind 
or force you into meaningless 
tasks. Trial by Fire is extremely 
cohesive. The repeated use of 
the Elements unifies the intri¬ 
cate plot. And if you wonder 
why you should be walking a 
tightrope early in the game, 
rest assured that it's a skill 
you'll need later on. 

Although it doesn't con¬ 
tain some of the naughty verbs 


and nouns that many of us try 
to use in Sierra games. Trial by 
Fire has its own sense of hu¬ 
mor. Bogart fans in particular 
will enjoy Raseir, where allu¬ 
sions to Casablanca and The 
Maltese Falcon run rampant. 
This game also has Sierra's 
most endearing character — 
Roget the Saurus. This be¬ 
witched and bewitching bi¬ 
pedal reptile has the personal¬ 
ity of a beagle and much more 
charm than the human he 
eventually turns out to be. Is it 
too much to hope that he'll 
someday get his own game? 
Maybe die Coles can slip him 
into Questfor Glory III: Shadows 
of Darkness, their next heroic 
adventure. 

GR 
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MORE 




Action in the Norwe¬ 
gian fiords includes a 
chance to use your 
deck gun against 
shore installations — 



ermany start¬ 
ed World War 
II with only a 
handful of 
modern sub¬ 
marines — so 
few that, for 
the first few 
months of the 
conflict. Ad¬ 
miral Doenitz could keep only 
a half-dozen boats at sea at any 
given time. Within a year, larger 
numbers of boats, together with 
improved "wolfpack" tactics, 
made the U-boats a deadly 
scourge. In early-to-mid 1943, 
the height of the U-boat cam¬ 
paign, the Nazi wolves were 
sinking Allied ships faster than 
they could be constructed, 
raising the spectre of starvation 
in Great Britain. Writing about 
that period in his memoirs, 
Winston Churchill later de¬ 
scribed the U-boat menace as 
"the only thing that ever really 
frightened me during the war." 

After the summer of 1943, 
new technology and improved 
rates of ship construction tilted 
the balance increasingly in the 
Allies' favor. By the start of 
1945, less than half of the sub¬ 
marines that left on patrol ever 
came back. Germany launched 
820U-boatsinthewar;781 were 
destroyed in action, and 75 per¬ 
cent of their crews were killed. 

Nearly 20 years ago, Lo- 
thar Bucheim, who voyaged on 
U-boats as a young war corre¬ 
spondent, wrote a harrowing 
and only thinly fictional ac¬ 
count of U-boat life titled sim- 


Das Boot 

WILLIAM R. TROTTER 


ply Das Boot (The Boat). This 
book is beyond dispute the 
finest and truest account of 
submarine warfare in the North 
Atlantic ever penned. Eight 
years later, in 1981, the book 
was adapted into a magnificent 
film. 



The graphics in the main menu are outstanding. If the graphics 
in the rest of the game matched these, Das Boot would be an 
unqualified success. 



; SECRET 
MISSIONS 

The next chapter in mankind's war 
against the Kilrathi: a human colony 
has been obliterated by the Kilrathi's 
secret weapon. Now, you must play 
a game of hide and seek. Encounter 
four new ships, including a Kilrathi 
dreadnought in he Secret Missions. 

SECRET 9 
MISSIONS 

C R U S A D E 

The continuing story of the Tiger's 
Claw: with a Kilrathi defector you'll 
fly a Kilrathi starfighter in more un¬ 
dercover missions. Discover the truth 
behind the "Holy War" before the 
Kilrathi wreak total destruction in 
The Secret Missions 2: CRUSADE 

• Each edition of 

features an all-new 16-mission 
campaign filled with stunning new 
graphics and non-stop action. 

• Fly 4 new ships in Missions 1 and 
a Kilrathi starfighter in Missions 2. 

• Transfer your 

character, meet new characters! 

• AMission Selector feature lets you 
fly any of the 40 original 

missions, in any 

order. 

• ONLY $29.95 EACH 



Scenes from The Secret Missions 2: Crusade 

See your local retailer or call: 

1 - 800 - 999-4939 

P.O. Box 161750 • Austin, TX 78716 

Borigin 

We create worlds. 




























Moody, atmospheric graphics make the underwater scenes out¬ 
standing. 


The conning tower looks more like a visored helmet than an actual 
conning tower. 


If you opt for full historical accuracy, you'll face the same odds a 
real U-boat skipper would have faced in about 1944. 


If you buy a copy of Thr ee- 
Sixty's Das Boot simulation, 
you get a free copy of 
Bucheim's novel and a coupon 
that entitles you to a video¬ 
cassette of the movie at a very 
agreeable price. Those are two 
good reasons, right off the bat, 
for buying the program. 

Beyond that, it must be 
said that Das Boot, the simula¬ 
tion, is a mixture of excellence 
and shortcomings, and it can 
only be given a lukewarm 
recommendation. Its virtues 
are large, and obviously the 
product of much care, but they 
are compromised by a num¬ 
ber of irritating flaws that 
nibble at the edges of the pro¬ 
gram like hungry fish. 


UP ‘SCOPE! 

There are two main parts to 
the program. The first is a 
section of eight Baltic Training 
Missions. (Since the Russian 
navy was a negligible force, 
the Germans considered the 
Baltic Sea to be virtually a 
private lake, and conducted 
elaborate training exercises 
there with only rare interfer¬ 
ence from the Allies.) The 
second part of the program 
includes a variety of combat 
missions set in the Norwegian 
fjords, the Bay of Biscay, the 
Murmansk convoy routes, and 
the open seas of the North 
Atlantic. 

On the Introductory dif¬ 
ficulty setting, your torpedoes 
always explode, your boat can 
rapidly repair itself at sea, and 
you can use both surface and 
underwater external views to 
help you navigate through 
minefields and avoid depth- 
charge attacks. 

On the Realistic setting, 
your odds of success are ap¬ 
proximately the same as those 
faced by a real U-boat com¬ 
mander in the middle of World 
War II — in other words, not 
verygood.Repairscanonlybe 
made back at the shipyard, and 


you no longer have external 
camera views. Three-Sixty has 
opted not to include a "career" 
mode of play. Given the mor¬ 
tality rate of U-boat skippers 
from 1943 on, this was prob¬ 
ably a sound decision. 

Control of the ship is 
handled — easily with a 
mouse, in a somewhat compli¬ 
cated fashion with the key¬ 
board — via an information 
panel at the bottom of the 
screen. Clicking on the various 
segments of that panel in¬ 
stantly takes you from the con¬ 
ning tower to the torpedo room 
to foe radio room, and so on. 
From those locations, you can 
perform foe logical and nec¬ 
essary functions of controlling, 
navigating, and doing battle 
with a U-boat. 

There's quite a refreshing 
variety of missions. One thing 
Das Boot does, for instance, that 
no other computer submarine 
title even tries is to simulate 
antiaircraft action. Depending 
on which model sub you 
choose to command, you'll 
have either a single-barreled 
or double-barreled 20 mm flak 
cannon mounted on a platform 
aft of foe conning tower. Us¬ 
ing your mouse and some fluid 
wrist action, it's possible to 
repel a surprise air attack, and 
even shoot down an occasional 
plane — even though your 
preferred choice of action 
would obviously be to sub¬ 
merge and avoid foe planes 
altogether. 

You also have a chance to 
use your 88 mm deck gun 
against land targets — some¬ 
thing German, Italian, and 
British submarines did sur¬ 
prisingly often in foe Medi¬ 
terranean and Adriatic cam¬ 
paigns. This is, of course, a 
very marginal and occasional 
feature, but it's novel and kind 
of fun, and is another option 
that no other sub simulation 
offers. 

Arctic Ocean missions are 
especially interesting when 





















you consider that, until now, 
computer simulations have 
neglected the Murmansk con¬ 
voy campaign. The Straits of 
Gibraltar scenario takes its in¬ 
spiration directly from the 
movie of Das Boot and is very 
close to a suicide run. Frus¬ 
trating as it might be, this sce¬ 
nario is worth playing, though, 
because it's been staged with a 
lot of dramatic flair. The Brit¬ 
ish planes dive like hornets 
out of the pea-soup fog. 

Predictably, the open-sea 
North Atlantic patrols offer the 
widest variety of possibilities. 
Included here is a chance to 
knock off the British carrier 
Ark Royal, which sometimes 
appears with a startlingly thin 
escort. 

Communication with the 
Reich, with other U-boats, and 
with the ungainly but vital 
"Milch Cow" supply subs is 
handled in the radio room by 
means of the famed "Enigma" 
code machine. It's also pos¬ 
sible to intercept enemy trans¬ 
missions and glean vital infor¬ 
mation from them, provided 
you can figure out how to de¬ 
code them. The instructions on 
how to do this are needlessly 
terse, and a short tutorial 
would be a great help. 


CRASH DIVE! 

So far, so good. There's nice 
variety, considerable respect 
for historical authenticity, and 
some exciting flak action that 
no other sub simulation offers. 

But there's a curiously 
unfinished and careless look 
to some of the details here that 
work against complete enjoy¬ 
ment. The graphics are occa¬ 
sionally stunning: The moody, 
murky, underwater views are 
good enough to be movie stills, 
and the achingly bright blue 
and iceberg white of the Arctic 
missions is quite striking. The 
animated aircraft zoom and 
dive with frightening realism, 
and the sub's interior com- 



In the radio room, you'll decode messages using the famous 
Enigma device. 



There's a full array of torpedo models — but it's pretty much up 
to you to figure out how to use them. 



Unbeatable 


unbeatable 

value! 


198 pages of step-by-step soli 
tionsto40 best-selling comput< 


games from all the leading pub¬ 
lishers. Find just the map you 
need to get your bearings or 
follow a solution from start to 
finish. Cluebooks for all these 
games would cost $100 or more. 
Many of these games don't even 
have cluebooks! 

Get a coupon for a 
free three-issue subscription to 
Questbusters, The Adventurers' 


idemark of ORIGIN 


See your local retailer or call for a 
complete list of titles in these books: 

1 - 800 - 999-4939 

P.O. Box 161750 • Austin, TX 78716 


’ORIGIN 


Vie create worlds. 





































partments are very realistic in 
appearance. 

Beyond these things, 
however, the graphics offer a 
host of disappointments in 
terms of detail. From some 
angles in the Overview mode, 
the U-boat doesn't really look 
like a U-boat — just a vague 
cylindrical shape that looks 
curiously flat and pasted on 
top of the ocean. It probably 
wouldn't have been too diffi¬ 
cult to add a bow wake to make 
the sub appear to be in motion. 
As it is, it too often looks like 
the boat is standing still and 
the sea is moving past it. 

Maybe we've been 
spoiled by the gorgeous bit¬ 
mapped vessels in Silent Ser¬ 
vice II, but the surface targets 
are definitely retrograde in 
appearance — the same old 
polygons-with-sticks-for-guns 
we've been seeing for years. 
Torpedo detonations are 
wimpy — there are no tower¬ 
ing waterspouts or coils of oily 
flame, just little puffs of smoke 
that look more like mortar 
shells exploding. And for some 
reason, no matter where your 
torpedo actually hits the target, 
the explosions always seem to 
start on the aft end of the ship. 

Shell splashes from your 
deck guns (and those of the 
enemy) are mere plops — 
sometimes barely visible. Your 
88 mm gun fires almost as fast 
as an automatic cannon, with 
no muzzle flash and a black 
dot of a shell that always comes 
out of the muzzle crookedly, 
veering to the left before re¬ 
turning to a plausible trajec¬ 
tory. How much effort and 
extra programming would it 
have taken to generate realis¬ 
tic waterspouts? 

If you're on the surface 
and turn the deck gun around 
so that you're facing the con¬ 
ning tower, what you see is a 
peculiar sweptback structure 
that looks more like a visored 
helmet. It couldn't have re¬ 
quired too much extra effort to 


have made it look like a real 
conning tower. 

Tracers from the flak guns 
don't look like tracers at all — 
they look more like grains of 
pepper thrown into the sky. 
Again, an effort toward real¬ 
ism would have gone a long 
way toward making the game 
more convincing. 

When and how to set the 
range for your torpedoes is not 
clearly explained, and should 
not even be necessary if you're 
firing torpedoes that explode 
on contact. The uses and tac¬ 
tical advantages of looping and 
acoustic torpedoes are alluded 
to, but not explained with 
enough clarity for the player 
to feel confident about using 
them. 

At this writing, there is 
only one other U-boat simula¬ 
tion on the market from a major 
game company: Broderbund's 
Wolfpack. Overall, Das Boot has 
a stronger feeling of authentic¬ 
ity in its missions, its chal¬ 
lenges, and many of its opera¬ 
tional systems. But in terms of 
graphics and cinematic real¬ 
ism, Wolfpack is far superior. If 
you could somehow combine 
the best qualities of both 
games, you would have a ter¬ 
rific simulation. 


GR 
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Game j 


Lord British presents the next chapter in the best-selling Worlds of Adventure series. 
Join Sigmund Freud, Thomas Edison, Teddy Roosevelt and a host of other historical 
characters for a fact- and fantasy-filled odyssey to tura-of-the-century Mars. Hurled 
back in time to the steam-powered 1890’s, you will take part in an adventure through 
time and space unlike anything you have experienced before. Martian Dreams is the 
game that asks, “What if ?...” 


What if an ancient race of beings had 
actually built canals on Mars? 

What //'Jules Verne had been right, and 
a space cannon powerful enough to send 
men into space had actually been built? 


Featuring the acclaimed ORIGIN Graphics 
and Sound System (256-color VGA and 
original cinematic score), and the award¬ 
winning Ultima gaming system. 

Hard disk required. 


What if historical figures like Percival 
Lowell, H.G. Wells, Nikola Tesla, William 
Randolph Hearst, Rasputin, and others 
had been stranded on Mars as a result of 
a freak accident? 

What if you had to rescue these stranded 
notables to restore their future and your 
own past? This is the epic challenge of 
Martian Dreams, the latest Avatar 
Adventure" from ORIGIN. 

Available in retail stores 
worldwide or call: 

1 - 800 - 999-4939 

for Visa/MasterCard orders. 
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WIZARDRY: 

A NEW LOOK FOR THE '90S 



You choose each char¬ 
acter's race, profession, 
skills, and weaponry from 
menu screens such as this 


ASSIGN INITIAL SKILL BONUS 
' ADJUSTS SKILL 1» SELECTS SKILL 
PRESS * FOR KENT CATEGORY 


ane of the Cosmic 
Forge is to Sir Tech's Wizardry 
series what The False Prophet is 
to the Ultima collection. Both 
adventure role-playing series 
enjoyed a great deal of popu¬ 
larity in the 1980s, but both 
needed enhancements in order 
to be competitive in the 1990s. 
The enhancements for both se¬ 
ries came largely in the form of 
new approaches to graphics, 
and the results — while not 
perfect — are certainly wel¬ 
come. 

The Cosmic Forge, the 
manual tells us, is a magical 
pen that has the ability to make 
anything written with it even¬ 
tually come true. Your quest in 
the game is to assemble a party 
of powerful adventurers, find 
and obtain the Cosmic Forge, 
and defeat an evil wizard and 
an equally evil king and queen. 
You begin the game in the evil 
king's castle. The towers and 
chambers have been long 
abandoned, with only rogues, 
rats, serpents, and two charac¬ 
ters — named L'Montes and 
Queequog — living there. 

During the course of the 


game, you'll have to clear out 
the castle, the dungeons, some 
mines, a pyramid, a river val¬ 
ley, and other monster-inten¬ 
sive locations. You'll need 
plenty of experience points, 
magic spells, various strange 
items, and time to complete the 
quest. The game will probably 
take you at least a couple of 
months to complete, and that's 
assuming you don't have to 
backtrack and start over by 
creating a new party with a 
better blend of characters. Fur¬ 
thermore, there's a fair chance 
that you'll miss something im¬ 
portant early on in the game, 
because it's easy to jam doors 
shut permanently. 

Each character in Bane of the 
Cosmic Forge is rated in eight 
categories, ranging from 
strength and dexterity through 
vitality, intelligence, personal¬ 
ity, and even karma. In addi¬ 
tion, each character is graphi¬ 
cally measured by two con¬ 
stantly changing lines, the first 
representing hit points and the 
second showing stamina. You 
can't go on and on in this game 
without resting, because tired 


characters are nearly useless. 

Characters can specialize 
in selected weaponry, physi¬ 
cal, and academia skills. Weap¬ 
onry skills include sword, wand 
and dagger, bow, hand and feet, 
and shield. Physical skills are 
scouting, music, oratory, 
ninjutsu, as well as the two 
thievery skills of legerdemain 
and skullduggery. The 
academia skills include 
knowledge in the areas of my¬ 
thology, alchemy, theosophy, 
and kirijutsu. 

A character can be from 
any of 11 races and from any of 
14 professions. A felpurr (feline) 
valkyrie is entirely possible 
here, as is a hobbit lord. Hu¬ 
mans are the standard against 
which the others are measured, 
and elves, as in all fantasy role- 
playing (FRP) games, are ex¬ 
cellent magicians but not su¬ 
perb fighters. Dwarves are 
strong and robust, but not es¬ 
pecially dexterous or brilliant. 
Gnomes possess a piety above 
most other races, which makes 
them good candidates for 
priesthood. And hobbits, as 
usual, are the best thieves. 
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This party needs another member. 
We're about to add one here from the 
Master Options screen. 


The truly interesting races, 
however, are the more unusual 
ones. Faeries aren't very useful 
in a fistfight, but they're ex¬ 
tremely difficult to hit and very 
adept at magic. Lizardmen are 
unintelligent, but they're great 
to have around as fighters. 
Dracons are good warriors or 
rangers, and they can exhale 
acid in combat. Both Felpurrs 
(of the feline race) and Rawulfs 
(representing the canine spe¬ 
cies) have their special abilities. 
Finally, mooks are strong and 
intelligent, and look like shag 
carpets on legs—they're fun to 
have around. 

While Bane of the Cosmic 
Forge makes use of standard 
FRP professions such as fighter, 
mage, thief, and ranger, char¬ 
acters in this game can also 
become alchemists, bards, 
psionics, valkyries, bishops, 
lords, and ninjas. Alchemists 
can make use of the wide range 
of potions you'll find, while 
lords are similar to the paladins 
found frequently in other FRP 
games. Bishops are super¬ 
priests, and valkyries are female 
warrior-priests. You'll want to 
upgrade characters to greater 
professions as soon as possible 
or, even better, stay with the 
character-creation process un¬ 
til you get the professions you 
want. 

Most action in the game is 
achieved by selecting options 
from menus. When you en¬ 
counter a monster, for example, 
the battle or interaction menus 
appear, and you can assign dif¬ 
ferent tasks to different mem¬ 
bers of your party. At any other 
point in the game, you can press 
the Enter key and bring up an¬ 
other menu, which allows you 
to cast spells, equip characters, 
use items, search rooms, open 
doors (by either bashing them 
in or picking the lock), and save 
games. You can save multiple 
games only by assigning each 


game to a different directory— 
this is a minor annoyance. 

Another more frustrating 
annoyance is the game's sys¬ 
tem of copy protection. Previ¬ 
ous Wizardry games used a 
key-disk method of copy pro¬ 
tection — you had to play the 
game with the original master 
disk in a drive or you couldn't 
play at all. Cosmic Forge uses a 
different method: You install 
the game on your hard drive, 
but each time you start the game 
you must find a three-symbol 
code in a small booklet which 
uses the black-ink-on-dark- 
brown-paper scheme that's be¬ 
come so popular lately. Because 
of the sheer number of codes 
here, this booklet is especially 
difficult to use. Not only that, 
but some of the codes are sim¬ 
ply incorrect. Two wrong tries 
and you're kicked back out to 
DOS. If you know you typed in 
the correct code, it's even more 
frustrating. 

More important, though, 
are problems with the funda¬ 
mentals of the Wizardry series 
itself. As the granddaddy of 
the computer role-playing 
systems. Wizardry established 
a number of patterns that re¬ 
main with us nearly a full de¬ 
cade later. First, experience 
points and wealth are gained 
almost exclusively by destroy¬ 
ing monsters. Second, the game 
revolves around puzzles: You 
must, in effect, push a different 
series of buttons in precisely 
the right order to get into certain 
rooms or make particular items 
appear. And you must guess, 
or somehow learn, the right 
words to say to the right char¬ 
acters, often with little external 
guidance. Play becomes ex¬ 
tremely repetitious after a 
while, especially when you 
seem unable to make any 
progress. 

Cosmic Forge improves the 
Wizardry experience in a 
couple of importantways. First, 
you don't have to send your 
characters off for training in 
order to raise their experience 
and skill levels. Instead, the 
game presents you with an 
upgrade screen as soon as 
you've achieved enough expe¬ 
rience. Furthermore, you can 
assign skill points as you wish, 
specializing your character or 
branching him out into 
addditional skill areas. 


Second — and this is the 
most obvious change — the 
graphics in Cosmic Forge are far 
better than those in any previ¬ 
ous Wizardry game. The walls 
and doors look crisp and im¬ 
posing, and all the steel grates 
have keyholes that actually en¬ 
courage exploration. The 
graphics are EGA, not VGA, a 
point that becomes instantly 
apparent when you see the 
monster portraits (which are 
the weakest graphic treatments 



As in all fantasy role-playing games, a 
set of stairs leading downward portends 
something ominous. 


n the game). But even with the 
new graphics being EGA only, 
the improvement over earlier 
Wizardry games is dramatic. 

At the start of this column, 
I said that the newest install¬ 
ment in both the Wizardry and 
the Ultima series represented a 
welcome but not perfect im¬ 
provement. In the next volume, 
the seventh for each series, the 
designers for both systems 
should strive to 
rethink some of 
their basic as¬ 
sumptions: In 
the case of 
Ultima, the 
games should 
become less 
sprawling and 
more plot-inten¬ 
sive, while in the case of Wiz¬ 
ardry, the Dungeons-and- 
Dragons/ experience-treasure 
link should be de-emphasized 
in favor of more satisfying 
means of improving skills. 

Both series have legions of 
fans, and the fact that they've 
recast themselves for the '90s is 
a very welcome sign. In the case 
of Wizardry, it signals the start 
of what looks to be another fine 
decade. 
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THE 

DESKTOP 

GENERAL 

WILLIAM R. TROTTER 

REFLECTIONS ON A VIDEOGAME WAR 


"You cannot qualify war in 
harsher terms than I will. War 
is cruelty, and you cannot re¬ 
fine it." — General William T. 
Sherman to the mayor of At¬ 
lanta, 8/12/1864 

A s I write this column, 
the cease-fire in the 
Persian Gulf War is 
about ten hours old. 
Military history has been made, 
a new catchphrase has entered 
the vernacular ("The Mother of 

All _" — you fill in the 

blank), and war game enthusi¬ 
asts have a lot to think about. 

During the long, grinding 
days of the aerial campaign 
against Iraq, when hard news 
was scarce and there was plenty 
of air time to fill, news organi¬ 
zations ran lots of interviews 
with publishers of war games 
and simulations. Such half- 
fascinated, half-reproachful 
public scrutiny was something 
new to the war game industry. 
During the Vietnam conflict, 
board games were the only 
milieu for war game aficiona¬ 
dos. The relatively small num¬ 
ber of folks who enjoyed this 
hobby were regarded as nerdy 
eccentrics, perhaps one rung 
up the evolutionary ladder 
from Trekkies. Besides that, the 
Vietnam War itself was shaped 
by so many intangibles that it 
translated poorly to war games. 

Computer games were in 
their infancy during the 


Falklands War, and the one 
board game that was rushed to 
market during the conflict was 
slapdash and boring — al¬ 
though it's now something of a 
collectors' item. 

But the Persian Gulf War 
was different: Any number of 
polished, sophisticated board 
games set in that region were 
already on the market, ready to 
be upgraded with "Desert 
Shield" modules and rule 
books, and most of the high- 
tech weapons deployed by the 
Coalition were already the 
subjects of high-tech computer 
simulations. (Or low- tech, for 
that matter: The first time I saw 
footage of Scuds being inter¬ 
cepted by Patriots, all I could 
think was, "It looks just like 
Missile Command'.") 

Before the first shot was 
fired, thousands of PC owners 
had flown A-lOs and F-16s, 
commanded platoons of 
Abrams tanks, perhaps even 
skippered an Aegis cruiser. The 
hours spent with these simula¬ 
tions had given many hobby¬ 
ists considerable insight into 
both the capabilities and the 
limitations of these killing ma¬ 
chines. Neither the accuracy nor 
the deadliness of the weapons 
systems came as a surprise to 
experienced computer gamers. 

The inference to be drawn 
from most of the media cover¬ 
age of war gaming, predictably, 
was that the entertainment 


value of such simulations de¬ 
sensitized people to the reality 
of war. The unspoken conclu¬ 
sion of many media features 
was that the folks who design 
and market war games and 
military simulations are en¬ 
gaged in a morally question¬ 
able occupation. 

I submit that experienced 
war gamers are probably more 
aware than the general civilian 
populace of both the human 
and financial costs of war. Those 
who design war games, and 
most of those who play them, 
-have a profound respect for 
history. They tend to be vora¬ 
cious readers, so they know in 
some detail what the inside of a 
Civil War field hospital looked 
like, for example, and what the 
casualty figures were for the 
first week of Verdun or for the 
firebombing of Dresden. 
Whether or not they've actu¬ 
ally heard an angry shot, they 
at least know intellectually the 
stark truth of General Sher¬ 
man's dictum. In my mind, 
there exists today no greater 
educational tool for expanding 
historical literacy than a good 
computer simulation. 

Furthermore, today's 
computer simulations have 
become quite successful at re¬ 
creating the pressures and 
complexities of decision-mak¬ 
ing in a modem battlefield en¬ 
vironment. Those who play 
them are, I submit, better quali- 
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fied to judge the performance 
of our military commanders 
than any previous generation 
of Americans. 

That can only be to the 
good. The more we (as a peo¬ 
ple) understand exactly what 
generals and admirals do, the 
more likely we are to entrust 
those awesome responsibilities 
to leaders who are profession¬ 
als rather than zealots. 

Clearly, the officers who 
planned and conducted Desert 
Storm were such professionals, 
for nowhere in military history 
is there a comparison to this 
stunningly lopsided victory. 
Dare one call it The Mother of 
All Envelopments? 

And therein lies a certain 
powerful irony for war gamers. 


For all the attention paid by the 
media to Desert Shield war 
games, the actual ground cam¬ 
paign has turned out to be a 
very iffy subject for a computer 
simulation. There can be no 
question about the historical 
magnitude of this battle: Like 
Waterloo or Gettysburg or Dien 
Bien Phu, it was one of those 
engagements that alters pro¬ 
foundly, for good or evil, the 
course of all future events. 

But unlike Waterloo or 
Gettysburg, it wasn't even 
close. What's a war gamer to do 
now that the victory has been 
won? Try to plan a better cam¬ 
paign than Schwarzkopf and 
his staff? What hubris even to 
try! Well, then, maybe you 
could war-game it from the 


other side and see if you can do 
better than Saddam Hussein 
and his generals.... 

Game designers will, of 
course, eventually find ways to 
tweak the variables, the possi¬ 
bilities, and the alternatives — 
and Desert Storm will be 
refought intensely on thou¬ 
sands of computer monitors. 
From all those might-have- 
beens may come valuable in¬ 
sights, for, in the space of about 
a month, the world has seen a 
new and stunningly destructive 
method of waging non-nuclear 
war, and we game players may 
just have to find commensu- 
rately innovative ways of 
simulating such conflicts. 


ART BY NOSTRADAMUS? 



Anyone here look familiar? We'd like to know more about the inspiration of the artist who did this war game box 
cover back in 1985. 


War gamers are always tinker¬ 
ing with future history as well 
as the past, of course, but it 
seems that when Milton Brad¬ 
ley published the board game 
Fortress America, the people 
who rendered the box art must 
have been gazing into a pow¬ 
erful crystal ball. 

Fortress America lets you 
play out a scenario more or less 
along the lines of the movie Red 
Dawn, in which the continental 
U.S. is invaded in the late 1990s 
by an alliance of Soviet, Asian, 
and Central American foes. 

On the box, the dominant 


figure on the bad guys' side, 
looming beneath a Hind gun- 
ship and obviously the sym¬ 
bolic leader of the rapacious in¬ 
vaders, bears an incredible like¬ 
ness to a certain Iraqi dictator. 

The spooky thing is that 
Fortress America was designed 
in 1985, long before most 
Americans knew much about 
Saddam Hussein and during 
the time when Saddam was a 
de facto friend of the U.S., thanks 
to his long war with Iran. 

Milton Bradley's game di¬ 
vision is now part of Hasbro, 
and as of press time we had not 


been able to find anyone who 
could tell us how this astound¬ 
ing bit of precognition came to 
be. Was it sheer coincidence, or 
did somebody in Milton 
Bradley's art department have 
a premonition? 

Milton Bradley told us that 
Fortress America is no longer 
being actively marketed, so 
interested collectors are hereby 
advised to head for the local 
Toys 'R' Us while there are still 
a few of these remarkable 
specimens available. 
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ARLAN R. LEVITAN 


SUTURE SELF 




Several years ago. 
Software Toolworks shook up 
the microcomputer scene with 
Life & Death, a medical simula¬ 
tion that allowed armchair in¬ 
terns to diagnose and operate 
on patients suffering from a 
variety of abdominal disorders. 
Life and Death created quite a 
stir when it was released. Its 
concept, while admittedly not 
catering to the tastes of the mass 
market, was undeniably inno¬ 
vative. 

Those who had the stom¬ 
ach to enjoy the original are 
likely to let the sequel go to 
their heads. Life and Death II - 
The Brain attempts to turn those 
with sturdy constitutions and 
unflagging persistence into 
qualified computer brain sur¬ 
geons. Although it may not be 
everyone's cup of barium, Life 
and Death II markedly im¬ 
proves on its forerunner, with 
better graphics, sound, and 
depth of play. 

Forget about the lurid, 
violent action depicted in the 
ads for today's shoot-em-ups 
and dungeon quests. The 
packaging for Life and Death II, 
which features a surgically 




This skull X-ray of a patient reveals 
nothingamiss — you'llhavetoconduct 
other tests before making your 
diagnosis. 

gloved hand clutching a slimy 
pink brain, wins my vote for 
most gruesome cover art of the 
year. 

The fundamental concept 
of Life and Death II is pretty much 
the same as that of the original. 
As a resident first-year 
neurosurgeon at Toolworks 
General Hospital, you examine 
patients, diagnose their symp¬ 
toms, and if necessary, go tip¬ 
toeing through their innards 
with various sharp, pointed 
implements. 

Mastering the diagnostic 
process is simple enough. Be¬ 
fore proceeding with your ex¬ 
amination, a glance at a clip¬ 
board outlines why the patient 
was admitted, and occasionally 


provides information that can 
keep you from ordering po¬ 
tentially dangerous tests. For 
example, you quickly learn that 
it's not a good idea to expose 
patients with pacemakers to 
strong magnetic fields. 

The head, upper torso, and 
legs are all graphically dis¬ 
played so you can examine 
them for normal reflex reac¬ 
tions, muscular weakness, and 
sensitivity to pain. (Don't for¬ 
get to also check your patient's 
clarity of speech and pupillary 
action.) Fortunately, the results 
of these exams are recorded 
automatically for you. 

Following the physical 
exam, run a few lab tests to aid 
you in your analysis. After your 
choice of a series of skull x- 
rays, CAT scans. Magnetic 
Resonance Imaging, and 
angiographies, it's time to put 
your patient's life on the line 
with your diagnosis and sug¬ 
gested treatment. If there's 
some doubt, a quick glance at 
your online neurology text can 
help you zero in on the likely 
ailment. 

As is often the case in real 
life, the diagnostic process be- 
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comes rote and 
rather mundane af¬ 
ter a short while. 

There's a reason¬ 
able amount of 
variation inpatient 
symptoms, but 
there's less than a 
dozen actual con¬ 
ditions that you're 
looking for. Drug 
abusers, schizo¬ 
phrenics, and hys¬ 
terics invariably 
get shipped to a 
shrink. Migraine 
sufferers get a pre¬ 
scription for co¬ 
deine, stroke vic¬ 
tims are assigned physical 
therapy, and minor nerve in¬ 
flammation (neuropathy) calls 
for simple exercise. Those with 
subdural hematomas, aneu¬ 
rysms, and brain tumors are 
wheeled to the operating room 
to await your surgical minis¬ 
trations. 

Before attempting an op¬ 
eration, a trip to Life and Death 
II' s classroom is mandatory, 
since surgical procedures are 
not covered in the program's 
sparse 16-page manual. In fact, 
there's little likelihood that your 
patient will survive surgery 
unless you make written notes 
of the on-screen surgical tuto¬ 
rial, since it's not available once 
you're in the operating room. 
For example, the simplest op¬ 
eration, treating a sub-dural 
hematoma, typically requires 
more than 30 thirty steps, which 
must be performed in the 
proper order. 

Surgery is not a place for 
those with weak stomachs or 
shaky hands. In the operating 
room. Life and Death IV s 256- 
color VGA graphics and sound 
effects can be disconcertingly 
realistic. Once your initial 
queasiness subsides, though, 
you'll be moving from scalpel 
to Rainey's clip with ease, and 
won't even bat an eye as you 
drill into your patient's skull. 
Even if you get the procedures 
down pat, you've got to moni¬ 
tor patient's heart functions, 
blood pressure, urine retention, 
and blood gas level. Crises in 
any critical function must be 
tended to quickly or your pa¬ 
tient won't be around to sign 
all those insurance forms. 

At higher levels of play, 
almost anything that can go 
wrong does, making success¬ 



of patients in the 
course of a game, 
but you only see a 
handful of different 
faces. Are these dif¬ 
ferent patients or 
professional hypo¬ 
chondriacs? Test 
results for patients 
suffering from the 
same symptoms are 
exactly alike. I sup¬ 
pose if you've seen 
one intercranial an- 


No, this isn't KirstieAllie in a remake of "Star Trek: The Motionless 
Picture.” It's a typical pre-surgery scene. 

ful completion of a procedure 
even more difficult. Those with 
truly masochistic tendencies 
can also elect to play at the 
nearly impossible "nightmare" 
level. 

You're not completely on 
your own in the operating 
room. Your assistants, who you 
select before the operation, can 
offer helpful hints during the. 
course of the surgery. If you're 
playing at any level above nov¬ 
ice, greater care must be exer¬ 
cised in choosing your operat¬ 
ing team, since their personal 
expertise and relationships 
with one another can affect their 



’.of Dr. Levitan's more open- 
minded patients. 

efficiency under pressure. 

There's a great deal of sat¬ 
isfaction in successfully com¬ 
pleting an operation in Life and 
Death II, but I would have writ¬ 
ten into the simulation a more 
emotional payoff than a slap on 
the back from your peers. Pa¬ 
tients don't come back to thank 
you (or, for that matter, com¬ 
plain) . Everyone you work with 
may be hostile to or romanti¬ 
cally entangled with someone 
else on the staff, but apparently 
you're either too tired, prin¬ 
cipled, or homely to think about 
getting involved. 

The diagnostic process is 
understandably repetitive, but 
is far more boring than it need 
be. You can examine hundreds 


Although the 
install program for 
Life and Death II 
contains an option for putting 
the simulation onto floppy 
disks, doing so is about as prac¬ 
tical as removing your own 
brain tumor. When installed on 
a hard drive and configured for 
optimal smoothness of play, the 
program takes up almost five 
megabytes of space. Software 
Toolworks also advises against 
scrubbing for surgery if your 
machine is anything less than a 
12-MHz PC/AT. 

The manual, brief as it may 
be, contains one of the most 
peculiar disclaimers in enter¬ 
tainment software history: 

"WARNING...Lt/e and 
Death II is a game for fun, not 
education....No representation 
or warranty is made that any 
statement, diagram, or image 
is accurate as a fact or valid as 
an opinion concerning any 
anatomical, medical, surgical or 
health matter. UNDER NO 
CIRCUMSTANCES should 
any person rely upon or be in¬ 
fluenced by these materials in 
making any health-related de¬ 
cision...." 

Rats! So much for claim¬ 
ing that success at L&D II 
qualifies me for waltzing 
around inside my comrade's 
craniums with a Ginsu. 

In spite of those words of 
warning. I'm willing to testify 
before any motherboard of in¬ 
quiry that Life & Death II - The 
Brain is grossly entertaining and 
educational. Oh well, I suppose 
if the disclaimer hadn't been 
included. I'd have ended up 
reviewing Life & Death III - The 
Malpractice Suit. 
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If you'd like to be 
clued in on the 
events which 
took place prior 
toy our arrival in 
Berlin, just settle 
back and let the 
newsreel and 
your CIA con¬ 
tact fill you in. 


I he years immediately fol¬ 
lowing World War II were not 
kind ones for Europe. Rebuild¬ 
ing after the war's devastation 
was hampered not only by the 
sheer magnitude of the dam¬ 
age, but also by the new and 
insidious competition between 
the newly crowned superpow¬ 
ers for control of continental 
Europe. Although troublespots 
flared in several nations, the 
focus of this new "cold" war 
seemed to be squarely on the 
former capital of the would-be 
Thousand-Year Reich, Berlin. 

Divided into four sectors 
— as was the entire nation of 
Germany — controlled by En¬ 
gland, France, the United States, 
and the Soviet Union, Berlin 
was fast becoming a powder 
keg. In 1948, the Soviets im¬ 
posed a blockade on the city. 
The United States short-cir¬ 
cuited what could have been 
the start of another World War 
by airlifting supplies into the 
city, but the tensions, and the 
intrigues fostered by those ten¬ 
sions, remained to smolder. 

This is the situ¬ 
ation as you 
enter the world 
of international 
espionage in 
Berlin 1948 from 
Electronic Zoo. 

As a new 
arrival standing outside 
Tempelhof Airport, you, CIA 
agent Sam Porter, consider the 
mission which lies ahead. After 
the war, the U.S., fearing a con¬ 
frontation with the Soviets, 
shipped nearly its entire nuclear 
arsenal to Britain. One bomb, 
however, has been stolen and 
moved to Berlin by a Colonel 
Harris, who is allegedly work¬ 
ing for the Soviets. It's up to 
you to infiltrate the shadowy 
world of deception and double¬ 
dealing in Berlin, find the bomb, 
and disarm it. You'll be mostly 



After arriving in Berlin, check your inventory to make sure you 're armed and that 
you have some cash. And be sure to read the note you find — you won't get very 
far without knowing what's in it. 


on your own, relying on your 
wits and what scraps of infor¬ 
mation you can uncover. Be 
forewarned, however. Many of 
the things you see and hear in 
Berlin are illusory at best. 

The first thing you should 
do is check your inventory. One 
of the items in your possession 
is a note that gives you in¬ 
structions on how to proceed 
after leaving the airport. You 
can walk to most of your desti¬ 
nations, but you'll be better off 
taking a taxi. You can either 
wait until a cab comes along, or 
use one of the many call boxes 
located throughout the city to 
summon one. Either way, you'll 
have to make the driver stop by 
walking out in front of his cab. 
When it stops, click on the taxi 
and you'll be taken to a map 
screen where you can specify 
your destination. 

Your first visit should be 
to the book shop, where you'll 
be provided with a fake identify 
and any information CIA op¬ 
eratives have managed to un¬ 
earth since your last contact 
with the agency. Much to your 
surprise, you discover that 
Colonel Harris is working not 


for the Soviets, but for an ultra¬ 
secret organization known as 
SERVA. SERVA plans to desta¬ 
bilize all of Europe by using the 
stolen bomb as a bargaining 
chip against the Soviets and the 
Americans. 

From this point on, you 
must constantly be on guard. 
SERVA knows that someone 
will be coming for the bomb, so 
you can count on a very un¬ 
pleasant welcome. Don't dwell 
on that thought too much, 
though, because you're still a 
long way from figuring out just 
where the bomb is. By talking 
with everyone you meet, trad¬ 
ing cash and cigarettes for in¬ 
formation, and then piecing 
together the few bits of knowl¬ 
edge you've acquired, you may 
be able to pinpoint the location 
of the bomb and render it 
harmless. 

Berlin 1948 does a fine job 
of portraying the bleak, ashen 
world of postwar Germany. (If 
you've seen the movie The Third 
Man, you'll have a good idea of 
the game's ambience.) Images 
of gray, rainy cobblestone 
streets and shadowy storefronts 
set the game's mood. The intro- 
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icon. You then click on the mi¬ 
crophone icon to bring up a 
main conversation menu, 
which contains icons for talking 
about people, things, places, or 
the date and time. After you've 
decided what to ask about, click 
on the appropriate icon and 
you'll get yet another sub¬ 
screen. Here you can scroll 
through different item names 
and click on whatever or who¬ 
ever you want to talk about. Do 
this and another screen pops up. 
Again you click on the subject 
of your conversation, and indi¬ 
cate whether you're asking a 
question or malcing a statement. 

You must follow this pro¬ 
cedure throughout each and 
every conversation. I suspect 
that the real reason the design¬ 
ers opted for this complex icon- 
based interface, rather than a 
text parser or a simplified text- 
based menu interface, is be¬ 
cause the game was intended 
for an international market. 
Using a mouse, I found it to be 
very frustrating — so far, I 
haven't found the courage to 
try playing with just the key¬ 
board. 

Berlin 1948, then, poses a 
real dilemma for this reviewer. 
On one hand, it's a graphically 
attractive game; it has much 
more than a passing thought 
given to plot; and it has his¬ 
torical merit, offering a look at 
the origins of the Cold War. On 
the other hand — and this is a 
rather significant drawback — 
it is a devilishly frustrating 
game to play because of the 
interface. But if you've got the 
time and the patience, Berlin 
1948 is a fascinating game. 
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After reading the note, you know that Isaak has what you need — namely somefake 
identification papers and a new lead on Colonel Harris and the missing bomb. 


ductory sequence is especially 
well-done: Rainbow Arts, the 
group that developed the game 
for Electronic Zoo, created a 
clever system that uses both 
digitized newsreel footage and 
an audio cassette (included in 
the game package). These are 
synchronized to provide a his¬ 
torical overview of events 
leading up to the situation in 
Berlin. The game has a distinctly 
European flavor — not sur¬ 
prising, since Rainbow Arts is a 
European development team. 

The look and feel of Berlin 


1948 is unlike that of any other 
game. The graphics are color¬ 
ful and well-designed, though 
the overhead view of the city 
streets can be a bit confusing. 
Many players will run into 
some problems, however, with 
the game's totally icon-based 
interface. 

Problems arise as you 
chain icons together to ask even 
simple questions. When you 
meet someone, for example, 
you must first click on that 
person's image, which reveals 
a silhouette with a microphone 


With all the problems in postwar Berlin, walking is not always the best way to get 
around. Taxis are plentiful, though, and can quickly take you anywhere in the city. 


Hardware requirements: 
640K minimum memory; 
VGA, EGA, CGA, or Tandy 
16-color graphics; mouse 
recommended. 











REVIEWS 


CONTINUUM 


GARY MEREDITH 


f 


Has a computer game ever 
given you an attack of acropho¬ 
bia? Probably never, right? Af¬ 
ter all, even with the best Super 
VGA graphics, nobody with a 
fear of heights is going to ex¬ 
perience the terror of real ac¬ 
rophobia just by playing a PC 
game. But who knows? The next 
generation of software may 
have to carry warning labels. 

While realistic rendering 
of form, shading, and color has 
been achieved successfully in a 
number of games, even these 
efforts fall short of giving a 
sense of depth and perspective 
to a flat computer screen. Con¬ 
tinuum won't win any awards 
for mimicking real-world 
forms, but the three-dimen¬ 
sional world so wonderfully 
created by the game's design 
team will knock you for a loop. 

Continuum probably offers 
more "oh, wows" per byte than 
any game in the past year. The 
sense of actually being within a 
computer world has never been 
stronger. The graphics are al¬ 
most painfully simple, but what 
Data East has managed to do 
with them is anything but 
simple. You start in one of more 
than 250 rooms, controlling a 
craft called a mobile. It can't 
actually fly, but it can bounce 
quite well. By using the float¬ 
ing platforms, you pogo your 
way across to the doorway and 
then to the next room. It sounds 
pretty easy, but you'll probably 
think otherwise about 30 sec¬ 
onds into the game. 

The key to success in the 
game is in finding the right 
viewpoint from which to play. 
One of the marvelous things 
about Continuum is the ability 
to vary your viewpoint, much 
in the way you would using a 
camcorder or movie camera. 
The viewing angle is infinitely 
variable, from almost directly 
under your mobile (the floor 


becomes transparent once you 
go below its level) to directly 
above. A very high viewing 
angle is best in most cases, since 
it allows you to see not only 
your mobile, but its shadow as 
well. If you can see your 
shadow on a target platform. 



The route to the door out of this room 
looks fairly straightforward. You can 
gain extra time by getting out quickly, 
but don't for get to grab the cube floating 
just in front of and above the exit. 
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then you can be assured that 
the mobile will hit the platform. 
If you really want to drive 
yourself crazy, you can try the 
game with the viewpoint from 
inside the mobile. It's almost 
impossible to play this way, but 
the perspective is stunning. 

If you choose to play in the 
action mode, you'll have a 
limited time to get through each 
room. You can pick up bonus 
time for quickly negotiating a 
room, and there are certain 
items you can acquire that will 
also increase your time limit. 
Of course, in the action mode, 
you're not just there to see the 
sights. You must find and grab 
16 crystals and 16 keys scattered 
among the 250 rooms inside to 
complete the game. Some of 
the objects are quite accessible, 
but others are shielded by im¬ 
placable guard cubes that you 
must maneuver around to gain 
your priie. 

For those taken by the 
game's sense of depth, there's 
the emotion mode. Although 
there's no time limit here, that's 
not to say there's no frustration. 
Some of these rooms are dia¬ 
bolically difficult. Fortunately, 
there's a Memorize feature th&t 
lets you save your last position, 
so you won't have to start at the 
beginning should you meet 
with a sudden disaster. Ob¬ 
stacles include the aforemen¬ 
tioned guard cubes, as well as 
force fields, energy drains, and 
various surreal critters whose 
only purpose is to make life as 
difficult as possible for you. 

Continuum is just plain fun 
—I don't know how I can say it 
any better. It's not often that 
you come across a game so 
enjoyable to play that you don't 
care whether you win or lose. 
Even Tetris, addictive as it is, 
retains enough potential for 
frustration to drive one to des¬ 
perate acts. In Continuum, 


though, you win even when 
you don't win. You just bounce 
through a strange new world, 
enjoying the scenery as you go. 

GR 
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One of the bestfeatures o/Continuum 
is the ability to radically change the 
viewing angle. This view from 
underneath the mobile is useful when 
you're having trouble locating doors 
and other objects at higher levels. 



The color schemes of some rooms may make it difficult for you to pick out certain 
platforms. If you do have problems, you can change the filled-polygon images to 
wire-forms. 



If you really want to give your brain a couple of good twists, use the first-person 
perspectivefrom within the mobile. It won't take long to realize that playing from 
this perspective could easily lead to insanity. 


Hardware requirements: 
512K minimum memory; 10 
Mhz or faster machine 
recommended; VGA, EGA, 
CGA, Hercules, and Tandy 
16-color graphics; joystick 
optional; AdLib, Sound¬ 
Blaster, and Tandy 3-voice 
sound supported. 
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REVIEWS 


DRAGON LORD 


GARY MEREDITH 


A s a Dragonmaster, you're 
not out to win any awards for 
popularity. After all, you and 
your two ambitious counter¬ 
parts have kept the region of 
Anrea around Dwarf Mountain 
in a constant state of chaos these 
many years. Raiding other vil¬ 
lages and taxing your people to 
finance those raids haven't ex¬ 
actly made you a saint in 
anyone's mind. Now, the Great 
Lords have offered immortality 
to the Dragonmaster who can 
find and reassemble the pieces 
of the Magic Talisman. With 
that sort of prize in your sights, 
you'll expend all of your re¬ 
sources, and then some, to win. 
Those sniveling, whining, 
loutish subjects of yours will 
end up looking back on their 
existence up to now as a true 
golden age. 

In Dragon Lord, from 
Cinemaware, you become one 
of the three Dragonmasters — 
Bachim the Alchemist, Oureod 
the She-Vampire, or Ametrin 
the Green Beast (sounds like a 
lovable trio, doesn't it?). The 
remaining two Dragonmasters 
can be played by one or two 
human players or by the com¬ 
puter. As a Dragonmaster, 
you're mainly concerned with 
breeding dragons and then 
using them to conquer other 
villages. And, of course, you 
must hunt for the pieces of the 
Magic Talisman. 

You start out with one 
dragon, but you'll need quite a 
few more before you can hope 
to succeed. It seems that in their 
infinite wisdom, the so-called 
Great Lords made the pieces of 
the Magic Talisman invisible to 
all but dragon eyes. On top of 
that, once a piece of the Talis¬ 
man has been found, a dragon 
must be left to guard it. So, 
you'll need a minimum of three 
dragons. In fact, after attrition 
from the various battles, you'll 


probably need considerably 
more than three. That's where 
the incubation room comes in. 

Each Dragonmaster is al¬ 
lotted 20 dragon eggs, which 
must be incubated and hatched 
(although one look at these eggs 
and the possibility of a world- 
record omelet might cross your 
mind). Since you're going 
against two ruthless and am¬ 
bitious opponents who'll be 
certain to hatch as many drag¬ 
ons as they can, your first duty 
should be to fill up all four 
spaces in the incubation room. 
Here, you can determine how 
strong and how skilled a par¬ 
ticular dragon will be. 

It usually takes several 
months to hatch an egg, but 
you can speed up the process 
by increasing the heat. There is 
a downside to this tactic, how¬ 
ever. First, extra heat costs ex¬ 
tra money, and you're not ex¬ 
actly rolling in cash at the start 
of the game. More importantly, 
a dragon that's undergone an 
express incubation will be 
considerably weaker than one 
of its brethren brought to term 



Here are three faces even a mother 
would have trouble loving. Sinceevery 
Dragonmaster starts out with the same 
resources, it really doesn't matter which 
character you choose. 


normally. It's best to fortify the 
one dragon you have so that 
you can begin collecting taxes 
from vanquished villages while 
your eggs slowly incubate. 

You can influence the 
dragon's abilities by casting 
various spells while it's still in 
the egg. Spells for size, strength, 
speed, mental power, and re¬ 
sistance are available and 
should be used in combination 
to produce a well-rounded 
dragon. You can also cast spells 
on your dragons after they've 
hatched from their eggs. For 
example, you'll probably want 
at least one dragon with much 
better than average eyesight, 



The humidity is so high in the incubation room that you almost feel as though 
you're drinking the air rather than breathing it. It's a good environment, however, 
for hatching dragon eggs. 
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should the search for the Talis¬ 
man come down to scouring 
the open countryside (you can't 
assume that the pieces of the 
Talisman will always be con¬ 
veniently located in a town or 
village). Just remember to note 
the side effects of a spell. In this 
case, better eyesight also means 
a drowsy dragon. 

Once a dragon is hatched, 
it must be named before it can 
be sent out on a mission. You 
can send the dragon out alone 
by simply setting its zeal level. 
If you're feeling a bit jaded, 
however, you might want to go 
with it on a training mission 
and direct the attack yourself. 
This offers a nice view as you 
sit on your dragon's back, 
watching as he rakes an unfor¬ 
tunate village below with his 
fiery breath. It's not the most 
effective way to subdue a vil¬ 
lage, though. You're just not 
likely to be as skilled at attack 
as your dragon unless you 
really shortchanged it during 
the incubation period. 

Your spells aren't limited 
to just the dragons in your em¬ 


ploy. With the right ingredi¬ 
ents, you can affect entire vil¬ 
lages, as well as the other 
Dragonmasters. One effective 
tactic for raising money is to 
take over several small villages, 
then use your spells to increase 
the population. With a low tax 
rate and your spells, you can 
build up a large tax base, then 
slowly increase the taxes until 
the village's resistance rate is 
just below 50%. 

The game's designers have 
made calling up the right in¬ 
formation at the right time a 
simple matter. The Library, for 
example, displays three books 
which not only show you ex¬ 
actly what's going on in your 
own domain, but also relate the 
current events for all of Anrea. 
Knowing where the other 
Dragonmasters are operating 
is helpful since it allows you to 
avoid major conflicts with them 
until your power has suffi¬ 
ciently grown. Dragon Lord also 
imparts all the scenarios in¬ 
volving your dragons and their 
conquests with some beautiful 
graphics. This is one of the most 


attractive role-playing adven¬ 
tures yet. The gorgeous screens 
allow you to almost feel the 
oppressive heat of the Incuba¬ 
tion Room and smell the strange 
effluvia from the bubbling 
flasks in the Spell Laboratory. 
Even the game interface — in 
many games a drab array of 
icons—is fun to use because of 
the excellent graphics. 

While some may quibble 
with the idea of taking on the 



persona of what most people 
would consider a dirty rotten 
scoundrel, many game players 
will realize that this is indeed a 
small price to pay for having a 
good time with Dragon Lord. 
The focus on raising a brood of 
dragons is a nice touch, even if 
most parenting manuals never 
include such useful procedures 
as razing a village or ripping 
the throat out of an enemy 
dragon. So hide your scruples 
for a couple of hours and check 
to see if there are any dragon 
eggs in the pantry. 
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By casting your spells wisely, you can modify your dragons to fit your particular 
game strategy. Just remember to create at least one dragon with really good 
eyesight. 


As befits the evil 
aggressor that you are, 
you go after the weak, 
defenseless villagesfirst 
so you can build up a 
largepopulation of semi- 
devoted taxpayers. They 
don't have to love you, 
but you'll take in more 
money if they don’t 
totally despise you. 


Hardware requirements: 
512K minimum memory; 
VGA EGA, CGA, Hercules, 
and Tandy 16-color graph¬ 
ics; hard drive recom¬ 
mended; joystick and mouse 
optional; AdLib sound board 
supported. 
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REVIEWS 


BRIAN CARROLL 


LINKS 


N, 



I o sport may be better 
suited to computer simulation 
than golf. Since golf is an indi¬ 
vidual sport, programmers 
have to simulate only one ac¬ 
tion, which allows them to fo¬ 
cus more attention and greater 
memory on graphic detail. 
There is no better example of 
this than Links, winner of a 1990 
Game Player's PC Excellence 
Award. 

The game, which runs only 
on VGA or MCGA systems, 
uses a palette of 256 colors to 
paint a golf course that's more 
realistic than 



distance to ball washers and 
park benches. 

But we don't buy golf 
games for aesthetics~we buy 
them to play golf. Who cares 
about pretty pictures if the 
game play doesn't back them 
up, right? Fortunately, the pro¬ 
grammers at Access have made 
sure that the action is as smooth 
as the visuals. It won't take 
much practice time before the 
overall feel of Links becomes as 
comfortable to you as a well- 
worn leather golf glove. 

Links also offers PC duf¬ 
fers a degree of control that's 
almost impossible to achieve, 
at least consistently, out there 
on a real course. The placement, 
bounce, and roll of the ball are 
determined by the club used, 
the strength and angle of your 
swing, your stance, wind di¬ 
rection, and the contours of the 
course. While you obviously 
can't control the wind direction 
or the game course's charac¬ 
teristics, you have a great deal 



The "Swing Panel” displays an amazing amount of data, as well as a wide range 
of options. 


of latitude when it comes to the 
mechanics of your swinj*. 

In addition to your choice 
of clubs, you can adjust your 
stance, take a few practice shots, 
and even draw or fade your 
shot. If you're not happy with 
the result, take a mulligan. If 
you're still not satisfied, take 
another. You can repeat any 
shot from the same location and 
under the same conditions as 
many times as you like. Besides 
being an excellent learning tool, 
mulligans can quickly deflate 
your score. There is a catch, 
however. Mulligans are re¬ 
corded and displayed on your 
scorecard for all to see. 

Another reason for the 
excellent game play is the mi¬ 
nutely detailed course and its 
realistic effect on play. The 
flight and impact of the ball 
obey the laws of physics. For 
example, if your ball hits the 
side of a hill, it will bounce and 
roll like a real ball hitting a real 
hillside. It also means that after 
launching a 300-yard missile 
right down the middle of the 
fairway, you'll experience a 
sense of exultation that almost 
equals the feeling of having 
accomplished such a feat on a 
real course. 

Achieving this high level 
of authenticity and realism is 
plainly not an accident. To pro¬ 
duce Links, the folks at Access 


say they took more than 500 
photographs of Torrey Pines 
Municipal golf course in San 
Diego, videotaped the entire 
course, studied topographical 
and grading charts, and col¬ 
lected data on the area's wind 
and weather conditions. 

The game player, too, pays 
a price for Links' sophistica¬ 
tion. Unless you own a very 
fast system — a 386 running at 
33 MHz, for example — you'll 
have to wait during play while 
the 640K of required memory 
goes to work painting all of 
that magnificent scenery. This 
may frustrate you, especially if 
you're used to faster-paced 
games. But you'll probably find 
die high resolution well worth 
the delay. After all, at least 
you're not backed up behind a 
foursome of beginners. 

The mechanics of play 
aren't much different than those 
in previous PC golf simulations. 
The most notable deviation is 
the treatment of the swing. The 
popular power bar, which ap¬ 
pears in most golf games, has 
been replaced with a swing 
indicator in the shape of the 
letter "C." A yellow band at the 
highest point on the "C" repre¬ 
sents the ideal release point to 
begin a normal downswing. A 
green band at the lowest point 
on the indicator represents the 
perfect point to make contact 













with the ball; it determines your 
timing. 

Press and hold the mouse 
button or your keyboard space 
bar to begin your backswing. 
Release the button to begin your 
downswing and sets the power 
level for the stroke. A second 
click near the green band will 
launch your shot. 

If you release your button 
or space bar in the overswing 
area (a red zone at the top of the 
indicator) you can get some 
extra power. However, miss the 
green mark at the bottom and 
you'll have to pay a heavier 
price for the error than if you 
had used a normal swing. It 
shouldn't take long to get used 
to the effects of underswinging 
and overswinging. If you're 
used to a power bar, however, 
using this "C"-shaped indica¬ 
tor will initially take quite an 
adjustment. 

Putting, golf's most diffi¬ 
cult skill to master, is also the 
greatest challenge in Links. 
Depending on the frequency 
and severity of the breaks in 
each green, even slight 
misadjustments in lining up 
your putt can produce some 
very undesirable and unex¬ 
pected results. Adding to your 
difficulties is the fact that the 
swing for putting is different 
than the other swings in the 
game. It's not necessary to press 
the button or space bar a second 
time to make contact with the 
ball. First-time players should 
either pay a visit to the practice 
green or use the mulligan op¬ 
tion until the putting stroke 
becomes second nature. 

To help you read the 
breaks and contours of each 
green, you can request that a 
grid be laid over the green. Al¬ 
though this option can be used 
anywhere on the course, it's 
most helpful when putting. In 
fact, it's almost essential for long 
or medium putts. 



Torrey Pines, home to the Shearson Lehman Hutton Open, is recreated in minute 
detail. On the fourth hole, you can see the Pacific Ocean. 



The combination of con¬ 
sistent realistic game play and 
the high degree of control play¬ 
ers have over their shots pro¬ 
duces exactly what every 
computer golf hacker dreams 
of: the possibility of consistently 
accomplishing the improbable 
in a very authentic environ¬ 
ment. With Links, you can 
regularly play sub-par golf in 
conditions that effectively 
simulate the real world. And 
with the aid of mulligans, even 
rounds in the 50s are within 
reach. 


Access has anticipated one 
criticism of the Links golf 
package by promising to re¬ 
lease new course disks — con¬ 
taining both real and imaginary 
courses — every six to eight 
weeks. The company plans to 
release tournament versions 
and an architect programming 
disk for designing your own 
championship golf course. 
Plenty of gamers should be 
excited at the possibility of 
having all that graphic poten¬ 
tial at their disposal. 

GP 


Hardware requirements: 
640K minimum memory; 
VGA or MCGA graphics; 
hard disk required; mouse or 
joystick strongly recom¬ 
mended; sound boards 
supported. 
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REVIEWS 


WARLORDS 


WILLIAM R. TROTTER 



/Xustralia's highly respected 
Strategic Studies Group (SSG) 
is known for inventing the 
"Battlefront" combat-simula¬ 
tion interface and applying it to 
a long list of distinguished 
games, including Panzer 
Battles, Rommel, and the ongo¬ 
ing Decisive Battles of the Ameri¬ 
can Civil War. 

In Warlords, SSG's design¬ 
ers (including such well-known 
game developers as Steve 
Fawkner and Roger Keating) 
have taken a holiday from his¬ 
torical data-crunching and 
produced a huge, make-believe 
strategy game that sprawls 
across a vast area and pits you 
against eight crafty, aggressive 
opponents. 




the game begins. Each of the 
eight warring fiefdoms has but 
one objective: total domination 
of all the others, which means 
conquering eighty fortified cit¬ 
ies and stomping seven oppos¬ 
ing armies. 

There are various strategic 
advantages and disadvantages 
for each of the eight armies. 
The Horse Lords have great 
mobility, for instance, while the 
Storm Giants—though slow to 
gather strength — are physi¬ 
cally enormous. Some armies 
have airborne assets (such as 
dragons, griffins, and pegasi), 
and other armies have 
nonhuman components (such 
as demons, devils, and the 
undead). 

Moreover, the terrain of 
Oluria is marvelously varied, 
with long mountain ranges 
pierced only by a few strategic 



Utks: Turn: Vp 

Use the big map on the right for keeping track of what your enemies are doing am 
for planning your own strategy. The cursor changes into a magnifying glass, so 
you can examine any place on the map almost instantaneously. 


passes, and wide rivers 
spanned only by a few vital 
bridges. Coastal cities can pro¬ 
duce ships which have both 
troop-carrying and combat ca¬ 
pabilities, thus allowing naval 
and amphibious tactics. There's 
also an economic dimension to 
the war: Each city produces a 
certain amount of revenue 
(trade-plus-taxes) each turn, 
and each unit in your army costs 
a certain amount to maintain. If 
you find yourself with a nega¬ 
tive balance, you may have to 
disband some of your troops 
until you get more money ei¬ 
ther through pillage or by con¬ 
quering another city. 

All armies and corps 
within them can be led by he¬ 
roes, who have the special 
ability to search out-of-the-way 
places (temples, ruins, etc.) for 
powerful artifacts that add ei¬ 
ther battle or command pow¬ 
ers. From time to time, a hero 
may appear out of nowhere and 
offer his services—usually for 
a large lump-sum fee. If you 
can afford to, it's a good idea to 
hire whenever this happens — 
you can never have too many 


heroes. Also, a hero will bring 
some valuable allies along with 
him. Heroes can die, too, either 
in battle or while rummaging 
through ruins in search of arti¬ 
facts and gold. 

Such a multitude of vari¬ 
ables makes for a lively game 
indeed. The seven fiefdoms 
opposing you can be made up 
of any combination of human 
or computer players. When the 
game starts, most of the cities 
in easy reach will be neutral; 
everybody gloms onto them 
first. You'll need to stop and 
look around, consulting your 
Hatred Report periodically. 
This report (a sub-menu) tells 
you how you're regarded by all 
the other warlords. Nobody 
actually likes you, of course (and 
there's nothing you can do to 
change that), but some will feel 
only "disdain" rather than "ha¬ 
tred" or "loathing." You'll 
definitely want to eliminate the 
more hostile opponents first, 
all other things being equal. 

Each computerized oppo¬ 
nent can be set to a different 
level of bellicosity. On the easi¬ 
est level the automated enemies 













tend to make cautious but rela¬ 
tively powerful moves, while 
on the most ferocious setting 
they'll come after you like seven 
different incarnations of 
Ghenghis Khan. On the lower 
settings, you can out-think the 
enemies quite often; on the 
higher settings, you barely get 
a chance to think at all. 

Each occupied city pro¬ 
duces certain types of units. You 
can produce weak units quickly 
and cheaply, but at certain 
stages in the game you'll find it 
worth your while to spend 
more time and money for the 
production of powerful units. 
If you choose to produce mostly 
heavy infantry, you may want 
to switch your coastal cities to 
naval production in order to 
gain mobility and control of 
the inland waterways. You can 
retool production priorities 
during any turn, as well as set 
destinations for newly pro¬ 
duced units. 

Combat representation is 
fairly pedestrian — icons 
square off against each other 
inside a screen window, and 
the soundtrack makes some 
clanking noises like swords — 
but the attack and defense fac¬ 
tors can be subject to all sorts of 
modifiers (clearly explained in 
the documentation), so some 
fairly sophisticated tactics are 
possible. 

Magic is factored in as a 
combat modifier, but there's no 
spellcasting as such. The wiz¬ 
ards, dragons, and demons 
could be thought of as B-52s or 
panzer units, and should be 
employed when and where 
they'll do the most good. Al¬ 
though Warlords takes place in 
a fantasy land, it is not a fantasy 
role-playing game, and you 
never, ever, have to memorize 
"fireball spells" in bogus Elfish 
or find your way out of a dun¬ 
geon maze. 



Naval units take a long time to 
construct, but offer excellent mobility 
and unlimited strategic freedom. 


All commands and move¬ 
ments are issued with a simple 
point-and-click interface, and 
there's a lovely strategic map 
visible at all times to make your 
generalship a relatively 
uncomplicated process. The 
graphics are colorful and 
charming. 

The interface is so easy, in 
fact, that a word of caution is in 
order: If you've clicked on a 
unit in order to move it, re¬ 
member to click again before 
moving the cursor over to the 
map. Otherwise, the movement 
mode will still be active when 
you move the cursor back to 
the tactical part of the screen 
and your unit will suddenly 
zoom off in any old direction. 
And once you move a unit. 


there's no taking it back until 
next turn. At best, this can be an 
aggravation, and in some cases 
it can spell disaster. 

It doesn't take much time 
to learn the basic rules (the 
game's tutorial does a nice job 
of covering them), and the 
many fine wrinkles and small 
features become obvious as you 
play. 

Warlords may be easy to 
learn, but it's a big game in¬ 
deed. Some campaigns will 
spread out over two or three 
days before a winner begins to 
emerge. 

After a few fairly slow 
turns at the start, in which ev¬ 
erybody pillages neutral cities 
and decides whom to invade 
first, the games tend to pick up 
great speed and to become 
elaborate and sometimes un¬ 
predictable. 

Warlords is simple to learn, 
great bloodthirsty fun to play, 
and as addictive as Empire. 
Despite its fantasy trappings, 
it's a classic game of grand 
strategy, designed by veteran 
gamesters who really knew 
what they were doing. 
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compare to your rivals. 


Hardware requirements: 
640K minimum memory; 
VGA or EGA graphics; mouse 
and hard drive recommend¬ 
ed. 













REVIEWS 


WONDERLAND 


GARY MEREDITH 




enerations of readers 
have had a special place in their 
hearts for the playful pande¬ 
monium of Lewis Carroll's 
classic Alice in Wonderland. If 
you've ever wondered what it 
would be like to trade quips 
with the Mad Hatter and the 
March Hare, wonder no more. 
In Wonderland, from Virgin 
Mastertronic, you become 
Alice, the girl whose curiosity 
takes her on a wild journey 
through a land where logic has 
been turned on its head. 

Of course, as Alice, you 
may tell yourself that you didn't 
really see the rabbit in a waist¬ 
coat who appears while you're 
enjoying a quiet picnic in the 
country. But when pears in a 
nearby orchard start turning 
into lanterns, you know that 
reality has suddenly become 
altered—now you simply must 
find out why. Finding out, 
however, means following the 
rabbit through a hedge, down a 
hole, and into a world where 
things may or may not be as 
they seem. 

The hole leads to a corri¬ 
dor, where you must try to get 


your bearings and then care¬ 
fully look around. You'll want 
to pick up any items you find, 
even though a use for each item 
may not be obvious when you 
first acquire it. As in many other 
role-playing graphic adven¬ 
tures, your strategy in Wonder¬ 
land involves trying to find 
creative uses for the items you 
uncover. Some objects have 
obvious uses, such as bottles 
that say "drink me." But using 
even these takes some ingenu¬ 
ity, however, since there may 
be several ways and situations 
in which to use the bottled po¬ 
tions — but there may be only 
one right way or one right time. 

Once you've picked up 
everything that's not nailed 
down, your next order of busi¬ 
ness is to find your way into 
and out of the Great Hall. U sing 
one of the articles you've ac¬ 
quired, you must convince the 
rabbit that you're someone else. 
If you can pull this off, leaving 
the hall will be easy. What's not 
easy is figuring out what to do 
after you've left the hall and 
entered Wonderland. There are 
a number of paths you can take. 



badly. Before you can get it, you'll have 
tofigure out both how to get the dancing 
chairs to cooperate and how to use the 
few items you have in your possession. 

some of which require the most 
extreme caution. And it's on 
these dangerous paths that the 
ability to save your game really 
comes in handy. 

As with many other role- 
playing games, you should 
make it a habit to save your 
game, especially when you're 
about to enter unknown terri¬ 
tory. Venturing into the en¬ 
closed garden from the 
treehouse is a case in point. 
Unless you have exactly the 
right item when you enter the 
garden (and you probably 
won't the first time around), 
you'll have no way to get out. 
Exploring the Duchess' house, 
particularly the kitchen area, is 
also hazardous if you haven't 
recently saved the game. 

Talking to all the strange 
and wondrous characters you 
meet is another skill you'll need 
to cultivate. Sure, there are a 
few folks who will answer a 
simple question with a simple 
answer, but for the most part, 
obfuscation is the order of the 
day for the denizens of Won¬ 
derland. The conversations 
(and I use the term very loosely) 
that you have with tile cater¬ 
pillar and the guests at the tea 
party are particularly exasper¬ 
ating. Beyond that, even start¬ 
ing a conversation with the 
Cheshire cat can be an exercise 
in futility. 

If you're used to playing 
games only on MS-DOS ma- 




















chines. Wonderland may look 
and play a little strangely to 
you. Those who've had some 
experience with the Macintosh, 
however, will probably feel 
right at home. Wonderland uses 
a multiple window format that 
may take the hard-core MS- 
DOS user some getting used to. 
Windows for text, graphics, 
automatic mapping (a real 
blessing considering the laby¬ 
rinthine nature of Alice's ad¬ 
venture), personal inventory, 
room inventory, and a compass 
rose can be sized and positioned 
on the screen. This feature al¬ 
lows you to customize (and 
save) the game layout accord¬ 
ing to personal taste. While this 
looks very impressive, there are 
two minor problems. 

First, there's the problem 
of too much information. Sev¬ 


the pull-down menus, the 
screen can become a pretty be¬ 
wildering melange. Of course, 
you can always eliminate some 
of the windows. But you'll like¬ 
ly discover that several of them 
(the automatic-mapping win¬ 
dow is one) become almost a 
necessity even if they are some¬ 
times confusing to interpret. 

The other problem with the 
windows approach is its appe¬ 
tite for memory. Because many 
of the scenes in the game feature 
animated graphics and a quite 
sophisticated soundtrack, 
you're already operating near 
the edge as far as available RAM 
is concerned. (If you have any 
memory-resident programs 
aside from a mouse driver, 
you'll have to get rid of them). 
When the game starts flashing 
messages about shutting down 



Yep, this is the hookah-smoking caterpillar Grace Slick once sang of so eloquently. 
Getting a response out of him that's not couched in a question will.be a major task 
for you. 


eral pull-down menus dealing 
with text entry and inventory 
manipulation can be activated, 
and these menus appear over 
the windows. When you've got 
all of the windows open and 
you're searching for items in 


various windows because 
you've run out of memory, the 
clever design suddenly loses 
some of its charm. 

All things considered, 
though, Wonderland is a very 
impressive game to play and to 



watch when everything is run¬ 
ning smoothly. But even apart 
from the windows design. 
Wonderland simply has a unique 
feel, different from most other 
graphic-adventure games. And 
this can be attributed to its 
origin. The game, like the classic 
literary work, is thoroughly 
British — from the anglicized 
spelling to the dry humor to the 
understated but gorgeous 
graphics. The overall design 
works very much toward mak¬ 
ing the game visually appeal¬ 
ing, giving it a delightfully 
filigreed Victorian appearance. 
If you're in search of something 
different in a role-playing ad¬ 
venture, or if you'd just like to 
know what the caterpillar really 
had in his hookah, you'll want 
to give Wonderland a go. 


GP 


Once these guys have 
finished their trans¬ 
action, you should be 
able to gain entrance to 
the Duchess' house. 
You'll want to avoid 
her cook, however, 
unless you enjoy 
having crockery broken 
over your head. 


Hardware requirements: 
640K minimum memory; 
VGA, MCGA, EGA, CGA (no 
graphics), Hercules, and 
Tandy 16-color graphics; 
hard disk recommended; 8- 
Mhz 286 or faster machine 
recommended; mouse re¬ 
commended; joystick op¬ 
tional; AdLib and Roland 
sound boards supported. 
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VIEWS 


AIR STRIKE USA 


JEFF LUNDRIGAN 




Choose the dif¬ 
ficulty level by 
selecting one of 
eight pilots from 
the ready room. 
"Chipper," the 
youngest and least 
experienced, 
draws the easiest 
missions. "Mad 
Dog," holding his 
helmet, gets the 
toughest assign- 


| t's sometime in the 21st cen¬ 
tury, and war has broken out 
between two factions, known 
only as the Allied forces and 
the "Enemy." You're an Allied 
pilot, flying a technically supe¬ 
rior Stealth fighter, but you're 
never told who the Enemy is. 
Combat takes place over the 
entire world, with Enemy and 
Allied emits scattered over a 
map with no recognizable 
fronts or borders. Air S trike USA 
from Cinemaware bills itself as 
an action-strategy game, and 
that's a fair description. It's not 
a simulator, but it's more than 
just a simple shooter. 


The object of the game is to 
support Allied ground forces. 
Before each mission, you're 
briefed and shown a map that 
gives the exact locations of Al¬ 
lied and Enemy forces. How¬ 
ever, the map doesn't show you 
what kind of units most of these 
are - only two of the targets are 
identified, and their locations 
are loaded into your fighter's 
computer. 

After takeoff, you're con¬ 
stantly assaulted by swarms of 
enemy fighters, enemy SAMS, 
and anti-aircraft fire from 
ground installations. SAMS 
aren't much of a problem. A 
warning signal blares when a 


SAM is fired, and all you have 
to do is press the " J" key to jam 
the SAM's radar (before it hits 
you, of course). For some rea¬ 
son, if you turn off the sound, 
the missiles stop firing alto¬ 
gether. 

The game's biggest short¬ 
coming by far is its frustrating 
targeting system. Your fighter's 
targeting computer must know 
exactly what kind of unit an 
Enemy is - whether it's a tank, 
factory, ship, etc. -before it can 
lock on, or even give bearing 
and range information. A lot of 
game time (and jet fuel) gets 
burned up while you try to 
recall the Enemy 
locations from the 
briefing, then fly to 
their approximate 
position and wait 
until your com¬ 
puter detects and 
identifies a target. 
This isn't unrealis¬ 
tic by itself, but you 
can't even load in a 
suspected location 
as a way point. The 
only way to find the 
enemy is to keep 
flying at what you 
believe to be the 
right heading, and 
hope you stumble 
across a target. 

Before you can open fire 
on a target that's been identi¬ 
fied, you must select it from the 
list of targets in your com¬ 
puter's database. One button 
scrolls through the different 
target types, but it only goes 
one way. If you pass the desired 
category, you can't scroll back. 

Further, although you can 
select the nearest identified 
target within a given category 
at the touch of a button, there's 
no way to punch up the nearest 
target regardless of category. 
The only way to do this is to 
scroll through the categories 
until you find the closest tar¬ 
get, which isn't easy when 



Although there's a cockpit instrument 
panel across the bottom of the screen 
and a head-up display at the top, the 
game still has a third-person 
perspective, and can't be considered a 
true simulator. 

you're under fire. It's really 
annoying to find a cluster of 
enemy units, then have to re¬ 
peatedly turn around and at¬ 
tack because you've flown over 
a target before you were able to 
select it. 

From a pure strategy 
standpoint, however. Air Strike 
USA is actually pretty interest¬ 
ing. Enemy tanks and artillery 
must be knocked out before 
they get to Allied installations, 
but if you neglect factories and 
communications, you'll find 
that everything you've blown 
up is quickly replaced. It's an 
uphill battle, especially at 
higher difficulty levels, and is a 
fascinating challenge. But since 
target identification is mostly a 
matter of luck — finding the 
right units at the right time — 
the strategy element gets di¬ 
luted. Once you get the hang of 
the game's mechanics, flying a 
successful mission becomes less 
and less difficult. 

In fact, between the 
sketchy background and the 
cumbersome flaws, it's almost 
as if the game was released 
before it was completed. The 
concept is excellent, but the 
playability just isn't there. 
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Hardware requirements: 
640K minimum memory; 
CGA, EGA, VGA, Tandy 16- 
color, and Hercules graph¬ 
ics; mouse or joystick 
optional. 















Live the dream 


C| tep into the bizarre logic of Lewis Carroll’s spellbinding tffl 

■ imagination... 

V Attend the Mad Hatter’s absurd tea party. Meet the caterpillar « 
A perched upon his mushroom, puffing away on his hookah. Drop in • 
) on the duchess (is that a baby or a piglet she is holding?) and her 
temperamental cook. 

You, as Alice, face a plethora of puzzles, puns and conundrums. 

Like how to assist the royal gardeners in painting the roses red i 

before the Queen of Hearts arrives to inspect them. Challenges to > 
perplex and enchant you for hundreds of hours. 

But Wonderland isn’t just a bewitching story. It’s playing 
environment breaks new ground for computer adventures. Here’s 
l^what the editor of Computer Gaming World has to say about it! 
Sjfe “The game is neither strictly a text adventure nor can it be 

described as a graphic adventure. It is its own genre... The game 
uses multi-tasking to offer an incredible array of features...” 

~ Besides superb graphics and sound support, Wonderland’s unique 
t windowing environment offers pull-down verb and 
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BIG BUSINESS 



BRIAN CARROLL 



w„ 



Your main screen 


is the board room, 
where your com¬ 
pany officers 
meet. You can 
always monitor 
your company's 
performance by 
your officers' ap¬ 
pearance. 


e don't like to admit it, 
but there's a bit of Donald 
Trump in each of us. Con¬ 
sciously or subconsciously, we 
all want a greater degree of 
control and power in our lives. 

A pretty harmless way to 
deal with an urge for power is 
to dust off the family edition of 
Monopoly and start buying real 
estate. And if ei¬ 
ther time con¬ 
straints or a lack 
of takers rules 
this out, you 
could try out Big 
Busine$s, a 
"semi-realistic 
wacky business 
simulation" 
from DigiTek. 
With this game you can wield 
and even abuse enormous 
power without harming or of¬ 
fending anyone. 

The key word in Digitek's 
own description of the game is 
"semi-realistic." Although 
you'll make executive deci¬ 
sions, such as how much money 
to spend on advertising, when 
to borrow money, and at what 
capacity to operate your facto¬ 
ries, this game clearly strives to 
entertain rather than to simu¬ 
late. The designers obviously 
wanted to avoid giving players 
the sense of sitting in a college 
economics class because they 
injected the game with liberal 
doses of levity. Besides offer¬ 
ing humor. Big Busine$s pro¬ 
vides insight into some basic 
business practices and matters. 
And it avoids what it could 
have become — a tedious role- 
playing exercise in the mun¬ 
dane operations of a large 
manufacturing enterprise. 

The game begins with 
three players (any combination 
of human and computer-con- 
trolled competitors) manufac¬ 
turing and marketing the same 
product. Each player has equal 
assets and equal liabilities. The 
player who acquires the most 


earned income by the end of 
the game is the winner. 

You control your company 
through the personas of five 
executive officers: a purchasing 
agent, a production manager, a 
research and development 
manager, a sales and marketing 
officer, and a financial officer. 
They are permanently stationed 
in your board room, which is 
the main work screen of the 
game. In fact, how your com¬ 
pany is faring is comically re¬ 
flected in the way these five 
employees are dressed. If your 
sales officer is wearing a soiled 
tee-shirt and a three-day-old 
beard, your firm is probably in 
big trouble. _ 

Whether you'll enjoy Big 
Busine$s depends largely on 
what you expect of the game. If 
you have superior business 
acumen and expect to be re¬ 
warded for it, you'll be disap¬ 
pointed. On the other hand, if 
you're looking for a new, up¬ 
beat entertainment package for 
your PC, Big Busine$s is worth 
strong consideration. It will 
bring more than a few chuckles 
while it subtly draws you into 


caring deeply about your 
imaginary enterprise. 

Big Busine$s is bundled 
with a bonus companion game, 
Wall$treet. This game, a serious 
complement to Big Busines$s, 
does a fine job simulating the 
stock market. Designed and 
marketed in 1989 in Germany, 
the game delivers the experi¬ 
ence of speculating on market 
trends in a volatile economy— 
without the real-world risks. 

Wall$treet is fairly com¬ 
plex, presenting a market that 
reacts to events, dividend ex¬ 
penditures, borrowing, and the 
fluttering fortunes of the game's 
players. Where Big Busine$s 
tries to amuse with a fantasy 
world, Wall$treet aims to repli¬ 
cate the real world. Together, 
the two games make for a good 
blend of entertainment and 
education in the field of finance. 
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Hardware requirements: 
512K minimum memory; 
VGA, EGA, Tandy 16-color 
graphics; mouse or joystick 
optional; supports most 
sound boards. 



Your purchasing agent is responsible for maintaining enough raw materials and 
production facilities. He'll represent your company at the Commodities Exchange. 






CALIFORNIA GAMES II 


RICHARD LASHLEY 



l f you remember Epyx, you've 
been a computer gamer for at 
least a few years. In the 1980s, 
Epyx was one of the top com¬ 
puter entertainment houses in 
volume sales and in industry 
awards. 

California Games was one 
of Epyx's most successful 
products, a number-one 
bestseller in both the U.S. and 
Europe. Epyx grossed $38 mil¬ 
lion in sales in 1988, but a year 
later, much to the surprise and 
dismay of many, the company 
all but vanished. 


jet surfing, hang gliding, body 
boarding, and skateboarding. 
You and up to seven other 
competitors can practice each 
event, then compete to see 
who'll become Supreme Dude 
of California. 

Each of the events is excit¬ 
ing, but the hang gliding and 
skateboarding segments are 
particularly good. In the hang 
gliding event, you're treated to 
a panoramic view of San 
Francisco's Fort Funston. Pay 
close attention to the wind sock 
on the cliff from which you 



Now Epyx has reemerged 
on the PC scene with California 
Games II — and it looks like 
they've got a winner. This se¬ 
quel should please anyone who 
enjoyed California Games. 

The first thing you notice 
about California Games II is its 
nicely designed, cartoonlike 
graphics—particularly in VGA 
mode. It's soon apparent that 
Epyx did its homework. You 
quickly get the intended mood 
as you enter the carefree world 
of California beach life. 

California Games II looks 
good, and it's also genuinely 
fun to play. There are five com¬ 
petitive events: snowboarding. 


launch, then take off when the 
sock shows an onshore breeze. 
After you take that big step off 
the cliff, you have 90 seconds in 
which to perform stunts, drop 
water balloons on three floating 
targets, and then return for a 
landing on the cliff — easier 
said than done. 

Search for the thermals 
(updrafts of warm air) near the 
face of the cliff to keep you 
soaring. Score quick points by 
attempting as many loops as 
possible, and get as much alti¬ 
tude as possible before releas¬ 
ing your water balloons toward 
the floating targets. 

Although every event has 


its appeal, 
skateboarding 
is perhaps the 
finest. You en¬ 
ter one of Cal¬ 
ifornia's empty 
aqueducts to do 
some heavy 
shredding. The 
course is a se¬ 
ries of pipes where you skate 
against time, perform stunts, 
and—most importantly—try 
to stay alive. 

This event proves that a 
game can allow complicated 
moves without forcing you to 
memorize complex controls. 
For example, 360-degree aeri¬ 
als are done by rhythmically 
skating back and forth in the 
half-pipes until you get some 
air (jumping above the rim of 
the pipe). If your timing is right, 
your skater does some remark¬ 
ably smooth twists in midair. 
You then move on to the full 
pipes to try the gravity-defying 
corkscrew stunt. This dizzying 
move is a true test of nerves. It's 
here, on the slick surfaces of the 
aqueducts, that you can prove 
that you're the Supreme Dude. 

Simply put, California 
Games II is a lot of game. Its easy 
controls and well-rendered 
graphics ensure many action- 
packed hours of fun. A minor 
disappointment is the min¬ 
imalist soundtrack (although a 
separate AdLib version of the 
game is available). But if you 
turn down the PC's annoying 
bleeps and turn up your favor¬ 
ite Beach Boys album, it's easy 
to lose yourself in this game's 
sun-drenched fun. 



In the jet surfing 
event, you can 
choose from a 
variety of skis and 
courses. This 
course, Ramp-O- 
Mania, requires 
you to ski over 
ramps on your 
way to some high¬ 
flying stunts. 
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Hardware requirements: 
512K minimum memory; 
VGA, EGA, Tandy 16-color, 
CGA or Hercules graphics; 
hard drive recommended; 
joystick optional. 
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DINOWARS 


USA M. BOUCHEY 



Re 



The strategy 
board game pits 
opposing dino¬ 
saur armies 
against each other 
in a battle to 
rescue a kid¬ 
napped dinosaur 
egg — only the 
strong survive 
here. 


emember going through 
a phase when you couldn't learn 
enough about dinosaurs? It 
seems that, at some point in 
their lives, most everyone is 
fascinated with the prehistoric 
creatures— and many still are. If 
you're a wanna-be paleontolo¬ 
gist who can't get enough of the 
"terrible lizards," Digitek's 
DinoWars is a game you've got 
to check out. 

Based on the rather con¬ 
trived premise that different 
species of dinosaurs banded 
together in social groups to 
stave off extinction, the game 
tells the story of two different 
dinosaur groups. The last hope 
of survival for each group de¬ 
pends on the birth of a new 
leader — a dinosaur that incor¬ 
porates the traits, fighting skills, 
and intelligence of the com¬ 
bined dinosaur races. 

In a last-ditch attempt to 
ensure their survival, the two 
dinosaur armies have kid¬ 
napped each 
other's eggs. The 
game pits the 
armies against 
each other in a 
strategic battle to 
recover their 
eggs. 

Before you 
get too en¬ 
grossed in battle, though, take a 
look at the game's on-disk en¬ 
cyclopedia. The encyclopedia 
provides information on a va¬ 
riety of topics, from different 
theories of dinosaur extinction 
to an explanation of continental 
drift. 

The encyclopedia does 
have its weak points. It includes 
outdated names for dinosaur 
species (the Brontosaurus spe¬ 
cies was renamed the 
Apatosaurus several years ago). 
And it claims that the 
Dimetrodon lived in what is 
now Texas, even though it's 
generally accepted that the 
Dimetrodon was dominant 
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An action-arcade battle feature places opponents face-to-face in a test of strength 
and reflexes. Like a prehistoric prize-fight, a clock ticks away as scores are tallied 
and the battle roars on. 


throughout North America. But 
if you need to know whether or 
not the Stegosaurus can swim 
or if the Triceratops stands a 
chance against the Tyranno¬ 
saurus, the encyclopedia is very 
handy. 

Before beginning a war, 
you must select one of five 
terrains on which to play. A 9- 
by-10 square playing board is 
superimposed over the terrain 
you select. The terrain you 
choose (river, volcanic, jungle, 
desert, or chess) determines the 
movement capabilities of each 
dinosaur. A nonaquatic dino¬ 
saur, for example, would not 
fare well in a river terrain. The 
Rank Screen Editor lets you 
customize the board game and 
choose which dinosaurs will 
make up your army. 

The game is won by re¬ 
claiming the captured egg or 
by eliminating the opponent's 
army. Players move their di¬ 
nosaurs across the board to¬ 
ward the enemy, much like a 
game of chess. If two opposing 
dinosaurs try to occupy the 
same square, the screen 
switches from an overhead 
view to a side view of the battle. 
After a fight to the death, the 
victor claims the square and 
continues the march toward the 


egg. Knowing the strengths and 
weaknesses of each of your di¬ 
nosaurs is crucial to your suc¬ 
cess. 

For players who want an 
arcade-style alternative to the 
strategy board game, there's a 
battle game option that places 
opponents in a one-on-one 
combat situation where you'll 
• see lotsof chomping,snapping, 
and clawing. 

The game's graphics are 
adequate, but DigiTekhas done 
a particularly nice job with the 
VGA mode. Hard drive instal¬ 
lation is recommended (jug¬ 
gling seven disks gets a bit tir¬ 
ing), but you won't need a 
joystick or mouse - the game 
can be played easily with key¬ 
board controls. Most impor¬ 
tantly, though, the strategy 
board game and battle se¬ 
quences are fun, especially if 
you're a dinosaur fan. 
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Hardware requirements: 
512K minimum memory 
(640K for EGA and VGA 
graphics); VGA, EGA, Tandy 
16-color, and CGA graphics; 
supports sound boards; 
mouse and joystick optional. 















LEGEND OF FAERGHAIL 


NEIL RANDALL 



This one comes under the 
"Nice try, but...." category. A 
fantasy role-playing (FRP) 
game with some significant 
differences, it simply isn't 
strong enough to capture a de¬ 
manding market. 

Legend of Faerghail, from 
Electronic Zoo, starts off 
promisingly enough. You begin 
by using a character-generation 
system that's interesting and 
well done. Each character can 
be either human, dwarf, elf, 
halfling, or mixed race — a 
fairly limited choice, but cer¬ 
tainly all an FRP game needs. 
Each character is then assigned 
one of 12 professions. Included 
are standard professional 
classes such as warriors, bar¬ 
barians, thieves, clerics, druids, 
magicians, and so on. One 
profession represented here, 
however, the blacksmith, is 
fairly uncommon in the FRP 
genre. This character can repair 
weapons and armor (which 
break a lot in this game), and 
cast certain magic spells as long 
as he has his hammer and an¬ 
vil. As it turns out, the black¬ 
smith is an interesting and 
welcome addition to the usual 
FRP cast of characters. 

Another fascinating aspect 


of this game is the use of lan¬ 
guages. Somewhat like the re¬ 
cently released Tunnels and 
Trolls system, Faerghail de¬ 
mands that you pay attention 
to the different dialects in its 
world. Unfortunately, this level 
of realism tends to make things 
more difficult, and many play¬ 
ers might feel it's not worth the 
bother. The notion of languages 
is a strong idea in the role- 
playing genre, but the inclusion 
of different language systems 
can lead to the same problem in 
games as it does in fantasy or 
science-fiction novels: It re¬ 
quires a lot of extra effort. 

Faerghail is a land of tav¬ 
erns, towns, temples, and traps. 
Eight dungeons await the 
members of the adventuring 
party, whose different skills 
and abilities are augmented by 
access to hundreds of magical 
spells. The game's combat sys¬ 
tem is good, letting you choose 
individual actions for each ad¬ 
venturer, and a quick combat 
option is available at all times 
(though it's not much quicker 
than the full combat system). 
But combat is deadly, and you'll 
find yourself saving games of¬ 
ten (you can save up to eight) 
and restoring frequently. 
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This screen shows the rogue Zamgrib with all his characteristics. This is typical of 
the game's colorful graphics. 


And that's where Faerghail 
starts to suffer. Step outside 
the town of Thyn, and you'll be 
confronted by all kinds of an¬ 
noying monsters. Rats, ants, 
and other things gang up on 
you, and you must destroy all 
of them. Combat is indiscrimi¬ 
nate and far too frequent to be 
enjoyable. 

Worse still, the monsters 
get stronger as you get better at 
combat. Rather 
monster 
strength to spe¬ 
cific dungeon 
levels, Faerghail 
simply increases 
monster 
strength as your 
party's strength 
improves. Given 
the annoying 
number of combats, this makes 
the game even less enjoyable 
— and as a result you tend to 
avoid exploration. 

Another problem is that 
not always apparent what you 
should be doing next. The plot 
is far from clear, and you'll find 
yourself wandering aimlessly 
on several occasions. And lo¬ 
cations reposition themselves 
as you go, which is either a 
program bug or a highly so¬ 
phisticated means of showing 
that the rest of the Faerghail 
world is progressing as well. 
Regardless of the reason, it's 
confusing. 

Dedicated FRP gamers 
will appreciate Faerghail's un¬ 
usual approaches to standard 
FRP systems. But Faerghail is 
less interesting than many 
FRPson the market — the 
game's more interesting points 
simply get lost. 
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Hardware requirements: 
640K minimum memory; 
VGA, EGA, CGA, and 
Hercules graphics; supports 
mouse. 
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NIGHT HUNTER 





MATT LAURENCE 


a 



/nder the light of a pale 
moon, shadowy figures shuffle 
fearfully across the landscape 
and into the streets. Terror 
shows on every face tonight as 
the villagers gather behind the 
intrepid Professor Van Helsing. 
Only he can save their village, 
their lives, and their very souls. 
Tonight is the night of the 
vampire Count Dracula, and 
he's out to do more than bite a 
few necks. This time, his goal is 
to dominate the entire world. 
And best of all, he's you. 


must look for important objects, 
find keys to unlock doors, avoid 
the henchmen of Van Hel¬ 
sing...and quaff the blood of a 
few villagers to keep you well- 
fed and rosy-cheeked. 

You'll face a horde of an¬ 
gry opponents, all bent on your 
destruction. These guardians of 
good include tough guys who 
pummel you with furious fists, 
priests who bum you with holy 
water, cops with itchy trigger 
fingers, women with crosses 
that paralyze you at 50 feet, 
and archers 



Night Hunter, by Ubi Soft, 
varies from the usual scrolling 
shoot-em-up in several ways: 
It's not exactly a shoot-em-up; 
there's no true scrolling (you 
move from screen to screen); 
and it reverses allegiances, 
putting you in the role of the 
traditional "bad guy." 

Hey, Dracula isn't such a 
nasty fellow—he's just misun¬ 
derstood. He has what you 
might call an oral fixation. But 
you've gotta do what you've 
gotta do, and in Night Hunter 
that means making your way 
through town, castle, and wil¬ 
derness — 30 levels in all — to 
find the life-saving medallions 
that Dracula needs to take over 
the world. Along the way you 


speed, or a hulking werewolf 
with plenty of muscle. Each 
shape you assume has its ad¬ 
vantages and disadvantages, 
and you can stay transformed 
only for a short period of time. 
To enter houses or get objects, 
however, you must change 
back to human shape. 

The graphics in Night 
Hunter are good, from hopping 
frogs and flying witches to vil¬ 
lagers who collapse in a heap of 
bones once you've sucked them 
dry. But if you've seen the Atari 
ST and Amiga versions of the 
game, you'll probably be a bit 
disappointed. 

Tire sound effects aren't 
bad for PC sound, but unfortu¬ 
nately no popular sound cards 



Locked rooms and houses often contain 
objects that are vital to Dracula's 
midnight quest. But they can also 
conceal some of your most dangerous 
enemies. 

are supported. The Atari ST and 
Amiga versions of this game 
are superior in this respect as 
well, with wonderful sound 
effects and music. 

Installation to a hard drive 
is simple, and games can be 
saved between every level. 
Though the graphics and sound 
leave something to be desired, 
this is still a game with teeth (if 
you'll pardon the expression). 
It's fun to play, fun to watch, 
and really cathartic. There's 
nothing like munching on a 
cop to get out those pent-up 
aggressions. 

Although it suffers from a 
few weaknesses in the audio¬ 
visual area. Night Hunter has an 
addictive quality that kept me 
coming back for another game. 
If you've always wanted to play 
the bad guy, if you like fast- 
paced action games, or if you 
just want to reach out and bite 
someone, you'll probably enjoy 
Night Hunter. 


GP 


Hardware requirements: 
640K minimum memory; 
VGA, EGA, CGA, or Tandy 
graphics; joystick recom¬ 
mended. 






















NIGHT SHIFT 


WAYNE KAWAMOTO 


u 

I I ow exciting can a career 
in the toy industry possibly be? 
Night Shift proves that it's not 
what you might expect. The 
game puts you to work in a 
wacky toy factory that's, well, a 
mechanical engineer's worst 
nightmare. Making toys might 
sound like child's play, but in 
LucasFilm's Night Shift the 
process is a tough, chaotic, 
funny, and enjoyable arcade 
adventure. 

You're the new employee 
at the Industrial Might and 
Logic Toy Factory, which makes 
action figures based on charac¬ 
ters from the films of George 
Lucas. Here, you'll make toy 
storm troopers, as well as 
models of Indiana Jones, Obi 
Wan Kenobe, Luke Skywalker, 
and many more. Your unen¬ 
viable job is to run the huge, 
enormously complicated toy 
machine, nicknamed "the 
beast," during the 9:00 p.m. to 
4:00 a.m. night shift. 

Your first task is to get the 
factory running. By being re¬ 
sourceful and by using various 
tools, you'll tighten loose 
screws, replug disconnected 
power cords, turn up the heat 
by adjusting furnaces, and 
generate power from a station¬ 
ary bicycle. 

Once you get the factory's 
machinery going, you'll have 
to concentrate on toy produc¬ 
tion. Your boss will want you to 
build a specified number of 
characters in different colors — 
for example, three red Luke 
Skywalkers and two blue Darth 
Vaders. 

Meeting your quotas is 
essential to keeping your job. 
It's up to you to mix paints, 
choose the correct molds, check 
the conveyer belts, and make 
sure that pieces are assembled 
correctly. 

Anything and everything 
goes wrong. Reversed conveyer 
belts dump your finished toys 
into the trash, mistimed assem¬ 



This toy factory is a disaster waiting to happen. Your mission (and you've already 
accepted it) is to get this heap running and meet your quotas. 


bly lines make dolls with two 
heads, and so on. It's all a mad 
dash at lightning speed because 
your quotas must be met in a 
very short time. 

Night Shift offers a save 
game feature when you ad¬ 
vance to new levels. This feature 
is nice to have, but it makes for 
especially tough playing if you 
jump in at the advanced levels 
—you're suddenly thrown into 
dealing with increasingly un¬ 
reliable components and a 
greater number of toy orders. 

As you would expect in a 
LucasFiim game. Night Shift has 
excellent animation and car¬ 
toon-quality graphics, particu¬ 
larly in VGA mode. If you have 
a sound board, you'll hear nice 
special effects and a catchy 
soundtrack. 

At first, the game is over¬ 
whelming. But after a few shifts, 
things gradually start to fall into 
place. The game kindly in¬ 
cludes a practice mode in which 
you can get a feel for the pro¬ 
cess without the pressure of 
time limits. Use it. 

My joystick, which works 
with every game I have, would 
not stay calibrated with Night 
Shift. Fortunately, the game 
plays quite smoothly with key¬ 
board controls. 

The documentation is 
written in a light, readable style, 


but is interspered with missing 
letters — in the spirit of the 
game, no doubt, but a little an¬ 
noying nonetheless. To reduce 
player trial and error, the 
manual could 
offer more ex¬ 
planation 
about the ma¬ 
chine parts, or 
even include a 
map. Like the 
missing let¬ 
ters, these 
omissions 
were likely in¬ 
tended by the game designers. 

Overall, Night Shift is fun, 
but at times quite aggravating 
—not unlike those days at work 
where there are a million things 
to do and no time to do any of 
them. 

If you're up to a stiff but 
fun-filled challenge, go ahead 
and apply for the job — no ref¬ 
erences necessary. 

GP 



Your boss says 
you must make 
the^ evening's 

bluToanhv'ad 3 

ers, and a host of 
other Lucas char- 


Hardware requirements: 
512K minimum memory for 
VGA and EGA graphics; 640K 
minimum memory for MCGA 
and Tandy 16-color graph¬ 
ics; joystick optional; AdLib 
and SoundBlaster sound 
cards supported. 











RENEGADE LEGION:interceptor 


S.F. SPARROW 


l f you've been playing PC 
games for several years, you 
need no introduction to Stra¬ 
tegic Simulations Incorpo¬ 
rated (SSI). This company has 
been developing PC war games 
and role-playing games for 
years. One of its latest efforts is 
Interceptor, which is based on 
the Renegade Legion role- 
playing series of board games 
from FASA Corporation. 

Fortunately, you don't 
have to know the board game 
to get up and running with this 
new computer version. Inter¬ 
ceptor is a futuristic role-playing 
game in which the Terran 
Overlord Government (TOG) 
is spreading tyranny from one 
star system to another. TOG 
faces its only organized resis¬ 
tance from the Commonwealth, 
a loose coalition of frontier 
systems and nonhuman 
sentients. Ex-TOG pilots, fly¬ 
ing under the name of Ren¬ 
egade Legion, have banded 
with the Commonwealth in the 
struggle to halt TOG's plan for 
galactic domination. 

Your initial task is to as¬ 


semble a fighter crew. There 
are two ways to do this. The 
easiest method is to load the 
ready-made squadron pro¬ 
vided with the game. You can 
briefly review your squadron's 
assets and quickly head out into 
battle. The other method is the 
role-playing tradition of "roll¬ 
ing" your own crew, where you 
try to form a balanced team by 


selecting crew members with 
various strengths and weak¬ 
nesses. You select your sentients 
from the four most significant 
races (one being the human 
race) in the game. There are 
important differences between 
the races, so consider your 
choices carefully. 

The next step is to select a 
ship. There are 24 different types 
of ships available, 12 for each 
faction. Stylized spacecraft in¬ 
formation cards provide speci¬ 
fications and common tactical 
usage for each ship. You can 
also custom design your own 
ship if you earn enough Pres¬ 
tige points, which are awarded 
for destroying enemy craft and 
accomplishing your mission 
goals. 

One of Interceptor's strong 
points is that all the informa¬ 
tion needed to conduct a battle 
is well-organized and easily ac¬ 
cessible. During an attack, you 
can examine your ship's status 
in detail, in addition to the 
wealth of inf ormationprovided 
about any craft taking part in 
the engagement. 

Game battle 
sequences are 
handled nicely, 
too. Each player, 
human or com¬ 
puter, moves one 
spacecraft at a 
time, trying to 
maneuver into 
good firing posi¬ 
tion. When all 
moves have been 
made, the shoot¬ 
ing starts and la¬ 
ser blasts streak across the 
screen. An excellent learning 
device is to turn control of your 
squadron over to the computer, 
but leave one ship for yourself. 
This allows you to concentrate 
on battle technique, rather than 
worrying about overall squad¬ 
ron strategy. 

There are a couple of prob¬ 
lems with Interceptor. The first 



It's easy to retrieve information on any ship involved in 
a battle, including enemy vessels. 



Using the ready-made crew gives you 
a fairly balanced team, and lets you get 
into battle more quickly than if you 
select crew members individually. 

occurs during battle sequences, 
when one spacecraft graphi¬ 
cally overlaps another and ob¬ 
scures its image, causing you 
to miss its presence and possi¬ 
bly make a tactical error. The 
other problem is that the game 
manual gives no attention to 
the basics of squadron forma¬ 
tion, fighting technique, or 
battle tactics. An explanation 
of space-fighting strategy 
should have been included for 
players new to this kind of role- 
playing game. 

SSI has done another gen¬ 
erally fine job of translating a 
popular board game to the 
personal computer. Inter¬ 
ceptor’s graphics are good 
enough for the game's inten¬ 
tions, and the game interface 
works smoothly, especially 
with amouse. Interceptor will be 
appreciated by experienced 
role-playing gamers. Inexperi¬ 
enced players, on the other 
hand, have a long learning 
curve ahead. Either way, it's a 
game that offers many chal¬ 
lenging hours of play. 

GR 


Hardware requirements: 
512K minimum memory; 
CGA, EGA, and Tandy 16- 
color graphics; dual floppies 
or hard drive recommen¬ 
ded; supports mouse. 










WAYNE GRETZKY HOCKEY 2 


NEIL RANDALL 


I his newly released sequel is 
a significant upgrade of its 
highly acclaimed predecessor. 
Wayne Gretzky Hockey 2, from 
Bethesda Softworks, includes 
a number of improvements in 
play that make for even truer 
hockey simulation. Essentially, 
though, it's the same game, with 
the same overhead perspective 
and the same strengths and 
weaknesses. 

First, let's note the weak¬ 
nesses, because there aren't 
many. The most important one 
is lack of shot control. Hockey 
players spend a fair portion of 
their lives mastering different 
kinds of shots, and a well- 
rounded player can execute a 
fast, accurate wrist shot, slap 
shot, snap shot, and backhand, 
with several varieties of each. 
In addition, players strive for 
accuracy. Gretzky 2 lets you 
shoot, but it doesn't let you aim 
for the comers of the net or 
perform such vital moves as 
faking a slap shot or taking a 
wrist shot. This is the only im¬ 
portant feature missing, and it's 
missing largely because the 
game is rendered two-dimen- 
sionally (from directly above 
the ice). 



The stats for Bobby On show how 
dominant this great Boston defenseman 
was in his prime. You can add your 
own teams, but the stats are numerous 
and difficult to estimate. 

The only other weakness 
is more of a personal quibble 
concerning design. Shooting 
the puck at the net is difficult, 
because you must first move 
the cursor to the net. I'd rather 
use the left mouse button for 



hancements are significant. 
Now you can manually change 
lines, including substitution of 
individual players on specific 
lines. Gretzky 2 now features 
three referees, each with his 
own penalty-calling obses¬ 
sions. At the end of the game 
you now automatically see the 
highlights of the goals scored, 
and you can save other inter¬ 
esting plays for later replay. The 
sequel also supports both 
AdLib and Sound Blaster 
boards. 

Other improvements de¬ 
serve mention. Gretzky 2 con¬ 
tains a play editor, much like 
those found in other computer 
sports games. It's not widely 
recognized that hockey, with 
all its speed and apparent chaos, 
is made up of set plays, but 
good coaching consists chiefly 
of making such plays work. You 
can now create up to 16 plays 
per team. This feature dramati¬ 
cally increases the realism of 
the coaching portion of the 
game. 

There are more improve¬ 
ments. In the original game, 
two players could compete only 
against each other. In Gretzky 2, 
you and a friend can play on 
the same team. In the original, 
team play was predictable, 
whereas now you can order 
your team to pass more often or 
dump the puck in and chase it. 
Most importantly, the com¬ 


puter now plays much more 
intelligently. No longer do 
computer players pass the puck 
without ever attempting a shot, 
and they move into far better 
positions on the ice than be¬ 
fore. Finally, the game recog¬ 
nizes the new offside rules. 

If there's a true criticism, 
it's that the game comes with 
only two teams, the 1972 Boston 
Bruins and the 1972 Montreal 
Canadiens. If you want to coach 
Wayne, you'll have toorderone 
of the separate team disks from 
Bethesda. 

To my mind, Gretzky re¬ 
mains the most impressive 
sports simulation on the mar¬ 
ket, if only because hockey is 
notoriously difficult to simu¬ 
late. Gretzky 2 shows that 
Bethesda's designers are com¬ 
mitted to a very fine product. 
Let's hope they cont inue to 
bring it to perfection. P 


From the face-off 
during a Montreal 
power play, thepuck 
slides back toward 
the defenseman for 
a shot. 


Hardware requirements: 
384K minimum memory; 
VGA, EGA, CGA, and Tandy 
graphics; mouse and joystick 
optional; supports AdLib and 
Sound Blaster sound cards. 

























ZELIARD 



MATT LAURENCE 




In recent years. Sierra has 
brought several games from 
Japan to the U.S. for distribu¬ 
tion. These titles are from Game 
Arts, and several of them — 
particularly Thexder and Sil- 
pheed — have sold quite well. 
The newest package from the 
Game Arts / Sierra arrangement 
is Zeliard, and it takes a big step 
forward in the action-adven¬ 
ture field. 

You begin Zeliard' s simple 
but atmospheric plot in the evil 
town of Muralla, just west of 
the "caverns o'doom." You play 
Duke Garland, the only one 
who can destroy the Jashiin, 
the Head Evil Dude. In order to 
crush him, you must collect the 
Tears of Esmesanti, powerful 
crystals hidden in the caverns 
and guarded by huge beasties. 
In town you can stock up for 
your journey and gather infor¬ 
mation from townsfolk. After 
getting enough goodies and 
gossip, you're ready for the 
caverns. 

The game picks up pace 
once you're underground. A 
quick sword and 
good timing are 
essential as you 
explore the cav¬ 
erns between 
towns. Most of 
the monsters 
you kill leave 
behind a bubble 
you can collect 
to add "almas" to your inven¬ 
tory. Almas are a sort of magic 
currency that can be exchanged 
for gold, which in turn can be 
used to buy better weapons, 
potions, or magic items. And 
upgrading these items becomes 
crucial as you descend deeper 
into the caverns. 

As in most role-playing 
games (RPGs), you must keep 
track of your character's life (hit 
points) as you progress from 
level to level. You also need to 
collect certain items, such as 
keys or icons, to facilitate your 


quest. Combat aids include 
spells and potions that boost 
your offensive and defensive 
abilities. Only experience 
brings you more spells, but you 
can buy potions at the witch¬ 
craft shop in any town. (Two 
tips: Be sure to keep a Magia 
stone with you for final combat 
rounds. And don't trust the 
Kioku feather — it can get you 
out of sticky spots, but only at 
great cost.) 


drive, and if you've got a sound 
card, the wonderful music will 
make you feel like dancing. 

This is a game you can 
simply fall in love with. As ar¬ 
cade games go, Zeliard is not 
stunningly unique in style or 
techniques, but its wide vari¬ 
ety of challenges and environ¬ 
ments keeps it always fresh. As 
an RPG, it's not as deep as, say, 
an Ultima title, but it stands out 
as one of the few primarily ac¬ 



Even with your first steps into the Cavern ofMalicia, you encounter and slay a 
nasty critter. 


Beyond these role-playing 
components, Zeliard is basi¬ 
cally an action game — but an 
action game with brains. As you 
zip around and kill monsters, 
you must also find your way 
through mazes of passageways, 
avoid deadly traps, and learn 
new actions and techniques. But 
the spirit of Zeliard is kind — if 
you're on the brink of death, 
the spirits will whisk you back 
to Muralla, taking some gold 
for their troubles. If you've 
reached a fairly high level, it 
means a long return trip once 
there — but it sure beats the 
alternative. 

Zeliard' s graphics are 
lovely, if not stunning, and a 
multitude of features makes the 
game truly enjoyable to play. 
It's easy to install on a hard 


tion-oriented examples of its 
genre. As a hybrid, it holds its 
own in the arcade arena, while 
providing RPG players with a 
quick-and-dirty dose of action. 
Though hard-core RPG fans 
might not find quite enough 
here, most gamers will spend 
many a night spelunking 
through the caverns of Zeliard. 

OR 


Hardware requirements: 
512K minimum memory; 
VGA, EGA, CGA, Tandy, 
MCGA, Hercules graphics; 
hard drive recommended; 
supports AdLib, Roland, and 
Tandy sound. 














ON THE ROAD 


mm/g here's good news for 
PC^iving enthusiasts: Acco¬ 
lade has recently released Road 
&&ir #2, the first add-on car 
and scenery disk for Test Drive 
III: The Passion. Road & Car #1 
brings the Acura NSX and the 
Dodge Stealth R/T Turbo to 
the Test Drive fleet. Both cars 
have realistic digitized dash¬ 
boards, as well as the speed 
and handling characteristics of 
their real-life counterparts. 


Road & Car #2 takes you 
through the lanes and towns of 
New England, including Cape 
Cod, Providence, Hartford, Al¬ 
bany, Syracuse, and Niagara 
Falls. The scenery reflects the 
locale, with covered bridges, 
water wheels, ferries, islands, 
and classic New England ar¬ 
chitecture. 

As you travel through the 
New England countryside, 
you'll see the shifting pat¬ 


terns of autumn 
weather, as leaves 
change color and 
early snowflakes 
whip against 
your windshield. 

All cars and 
roadways con¬ 
tained in Test 
Drive III: The Pas¬ 
sion and Road & Enjoy the beauty of an early New 
Car #2 are inter- England snowfall in RoadSr Car #2. 
changeable. 



SMILE WHEN 
YOU SAY THAT, 
PILGRIM 


addle up and head for 
Jllands in Billy the Kid, a 
^Id-west adventure from 
r Software. You can take 
on the persona of Billy, his ex¬ 
friend Sheriff Pat Garrett, or a 
dangerous but good-hearted 
gunslinger. 

All the major themes of 
western lore—a gunfight, bank 
robbery, train heist, card game, 
barroom brawl, and love inter¬ 
est — are here in the game. 

Billy the Kid features digi¬ 
tized graphics and sound, and 
includes a 30-minute MIDI 
soundtrack. 



A nighttime train robbery is one of 
the many wild-west capers in Billy 
the Kid. 


ANTE UP 



Try for the magic number of 21 in Trump Castle 
IT. The Ultimate Gambling Simulation. 


are to woo Lady 
Luck and beat the odds in 
Trump Castle II: The Ultimate 
Gambling Simulation. In this 
new release from Capstone, 
you can visit the Donald's ca¬ 
sino in Atlantic City and risk 
your bankroll playing baccarat, 
blackjack, craps, slot machines, 
and video poker. 

All games except video 
poker are played according to 
the rules and regulations of the 
New Jersey Casino Control 
Commission. The Trump Castle 


Gaming Guide included with 
the game will fill you in on 
the nuances of casino wager¬ 
ing. 

If you're feeling lucky 
enough to rub elbows with 
the high rollers at the real 
Trump Castle, Capstone has 
included a discount coupon 
for a stay at the casino resort. 

Trump Castle II features 
digitized graphics and sound, 
and supports Ad Lib and 
Sound Blaster sound boards. 


RETURN TO THE KILRATHI 


ontinue the saga of 
's Claw in Wing Com- 
- The Secret Missions 2: 
Te, the newest add-on disk 
for use with Origins' Wing 
Commander. 

In The Secret Missions 2, the 
huge Kilrathi fleet is planning 


to begin its bloody holy war 
with an attack on an isolated 
star system peopled with 
peaceful, primitive natives. But 
a Kilrathi warrior defects with 
a small destroyer, and gives the 
Tiger's Claw vital information 
about the plans of the evil 


Kilrathi. 

Your mission is to infiltrate 
the Kilrathi fleet in the pur¬ 
loined vessel. You must un¬ 
cover the diabolical truth be¬ 
hind the "holy war" and stop 
the enemy invasion force before 
your own armada is declawed. 




















PRINT FUN 


ids can print their 
own pfeations with Disney 
Software's two new print kits 
featuring some of Walt Disney 
Studios' popular stars. Mickey 
& Minnie's Fun Time Print Kit 
i print letter 



bossed letter¬ 
head with Min¬ 
nie & Mickey's 
Print Kit. 


Mickey, and Baby Minnie. A 
total of 20 decorative borders 
and 6 typefaces offer a variety 
of seasonal, sporting, and 
school themes. 

The Dick Tracy Crime- 
stopper Print Kit lets you print 
wanted posters, banners. 


greeting cards, invitations, 
masks, wrist radios, and po¬ 
lice badges. The kit features 
50 images, including Dick 
Tracy, Flattop, Prune Face, 
Itch, Lips Mardis, and Big Boy. 
The print kit also offers 15 
different borders and 6 type¬ 
faces. 

Both Disney products 
support most popular print- 




With Dick Tracy Crimestopper 
Print Kit, you can print wanted 
posters of your favorite criminals. 


FLEET VICTORY 


■ chieve galactic domi- 
you lead your forces 
in Armada2525. In this 
ayer space-strategy 
game from Interstel, you can 
compete against up to five hu¬ 
man or computer foes. 

You control only one 
planet when you begin to build 
your empire. From that rela¬ 
tively humble beginning, you 
must expand your power base 
by conquering new planets and 


establishing colonies. Industrial 
production and clever diplo¬ 
matic alliances also play an 
important part in your strategy. 

Armada 2525 features both 
space and ground combat, 
various space vessels, and five 
classes of planets. Strategy 
comes into play as you develop 
eight different technological 
industries, and use different 
levels of diplomacy to manipu¬ 
late your enemies. 


COME OUT 
PUNCHING 

m f you think you've got 
tMapugilistic skills to make it to 
tfm top of the fight game, 
Broderbund's first sports soft¬ 
ware release should interest 
you. InSports Simulated: Boxing, 
you can vie for the title and best 
career record by creating up to 
nine different boxers with 
varying degrees of power, 
speed, and stamina. 

Sports Simulated: Boxing 
has nine camera angles, a boxer 
database, an exhibition mode, 
instant replay from ten differ¬ 
ent perspectives, and a feature 
that lets you manage and track 
each fighter's career. 

The figures in Sports 
Simulated: Boxing were created 
by converting film of actual 
boxers into filled-polygon 
shapes — a technology previ¬ 
ously used only in flight simu¬ 
lation software. This technique 
usually results in smoother 
animation and game play. 

Broderbund has also re¬ 
leased Sports Simulated: Tennis, 
which uses the same filled- 
polygon graphics as found in 
Sports Simulated: Boxing. 



Take a shot at the title in Sports 
Simulated: Boxing. 


POWER STRUGGLE IN THE MIDDLE AGES 


_ I he perils and intrigue 

of iftedieval warfare come to 
th ej PC in the multi-player 
strategy game Medieval Lords. 
The new Strategic Simula¬ 
tions Incorporated (SSI) game 
is set in Europe and the Middle 
East between 1028 and 1500 
A.D., with each player assum¬ 
ing the role of advisor to either 
an emperor, king, emir, sultan, 
caliphate, khan, or duke. 

Players must balance po¬ 
litical power between nobles 
and bureaucrats at home, while 



Wily diplomacy and bold military 
strikes win you a far-flung empire 
in Medieval Lords. 


forming alliances and plotting 
revolts abroad. Geography, 
religion, politics, and economy 
will affect your strategies: A 
Christian English king would 
have to react to circumstances 
entirely different from those 
facing a Muslim Arabian king. 

Medieval Lords has on¬ 
screen commands and a 
menu-driven interface. As 
many as 16 would-be lords 
can play, with one to six hu¬ 
man opponents and up to 10 
computer rivals. 
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Call 1-800-999-7995 for FREE catalogue! 


VANISHING ACT 


■ ne morning the group 
ers, scientists, doctors, 
bts manning Moonsta- 
Upha saw something 
startling: the Earth disappear¬ 
ing in a flash of light. In the 
science-fiction role-playing 
game Planet’s Edge, from New 
World Computing, you must 
lead the station's personnel on 
a reconnaissance mission to 
solve the mystery of Earth's 
disappearance. 

During your investigation, 
you find an alien ship near 
Earth's former orbit. But the 
alien crew has been killed by 
the meltdown of a strange de¬ 
vice in their laboratory. Did this 
device cause Earth to demate- 
rialize? Or is the Earth trapped 
in an interdimensional void? 
Only rebuilding the alien ap¬ 
paratus will answer your 
questions and possibly save 
Earth. 


In Planet's Edge you travel 
to 60 different worlds and in¬ 
teract with alien populations to 
gain information about the de¬ 
vice. The game has random, 
multi-solution plot puzzles, 
and gives you the power to 
outfit your fellow travellers 
with custom-designed weap¬ 
ons, ships, and miscellaneous 
gizmos. There's also a real-time 
option for those who prefer 
arcade-style play. 


PLATINUM 

RECORD 

lectronic Arts has 
achieved a milestone, now 
having sold 15 million com¬ 
puter games. The first title 
shipped by the company was 
Pinball Construction Set in 
1983. Since then. Electronic 
Arts has had nine game titles 
certified platinum (over 
250,000 units sold). Its five 
all-time best-sellers are Chuck 
Yeager AFT, The Bard's Tale, Dr. 
J and Larry Bird Go One-on- 
One, Music Construction Set, 
and Populous. 


Classified and small space Display Advertisers ca 
advantage of the targeted and highly enthusiastic Gc 
PC Strategy Guide audience “ "-||— 


Display Classified rates 
$1$0 per collumn inch 


220 PC GAMES! 


Your source for the latest in IBM 
entertainment software and accessories 

■ Same day shipping ■ Gift certificates available 

■ Foreign orders given special attention 

Check out these great deals: 

■ Sound Blaster $155 

■ CH Flight Stick with Falcon $49 

The Best Prices. Services and Selection 




ENTERTAINMENT SOFTWARE AND ACCESSORIES 


IBM PC,COMPATIBLES • MACINTOSH • AMIGA • COMMODORE 64 
ATARI ST • APPLE II ,IIGS • LASER 128 • ATARI LYNX • SEGA GENESIS 


CAN’T FIND IT? WE STOCK HARD-TO-FIND TITLES AS WELL 
AS ALL THE POPULAR TITLES AT LOW, LOW PRICES! 


KRAFT KC3 JOYSTICK for Apple II & IBM PC 

REGULAR PRICE - 29.95 • NOW ONLY $1 7.88! 


FOR MORE INFORMATION OR A CATALOG, CALL US AT: 

ROAN MARKETING • 708-882-0505 



SOUND MASTER® II 

The Most 
Compatible Sound 
Card In The World 

• Most digitized speech and sound 
formats supported. 

"Direct-to-disk“ DMA digitizer, 
sample rates to 25K/sec for 
recording, 44K/sec for playback. 
Full duplex MIDI interface. Cables 
and software included. 

Audio amplifier with volume 
control. Low noise, low power 
electronics. Speaker included. 

Your Best Choice For Multi-Media Sound. 

ONLY $ 229.95 (plus Shipping & Handling) 

ORDER HOTLINE: (503) 342-1271 Mon-Fri, 8 AM to 5 PM PST 
VISA/MC/AMEX phone or FAX orders accepted. NO CODs. 30 Day Money 
Back Guarantee if not completely satisfied. One year warranty on hardware. 
CALL OR WRITE FOR FREE PRODUCT CATALOG 
covox iNC. 675 Conger Street • Eugene, OR 97402 
_ Phone (503) 342-1271 • FAX 503-342-1283 V&7 


' A high quality alternative to 
“Sound Blaster". Better sound, 
less noise, more features, lower 
price. Made in the U.S.A. 
i 100% AdLib™ Compatible, 
i Covox Voice Master® (voice 
commands), Speech Thing®, 
and MIDI Maestro™ compatible. 
Internal PC Speaker supported. 




































DIRECTORY DIRECTORY DIRECTORY 


Access Software 

4910 W. Amelia Earhart 

Dr. 

Salt Lake City, UT 84116 
Accolade 

550 S. Winchester Blvd. 
San Jose, CA 95128 

Ad Lib 

50 Stamford St. 

Suite 800 
Boston, MA 02115 

Bethesda Software 
15235 Shady Grove Rd. 
Suite 100 

Rockville, MD 20850 

Broderbund Software 
17 Paul Drive 
San Rafael, CA 94903 

Capstone 
14160 SW 139 Ct. 

Miami, FL 33186 

Cinemaware 

4165 Thousand Oaks 

Blvd. 

Westlake Village, CA 
91362 

Data East 

1850 Little Orchard St. 
San Jose, CA 95125 

DigiTek Software 
8910 N. Dale Mabry 
Tampa, FL 33614 

Disney Software 
500 S. Buena Vista St. 
Burbank, CA 91521 

Dynamix 
99 W. 10th St. 

Suite 337 
Eugene, OR 97401 


Edsun Laboratories 
564 Main St. 

Waltham, MA 02154 

Electronic Arts 
1820 Gateway Dr. 

San Mateo, CA 94404 

Electronic Zoo 
3431-A Benson Ave. 
Baltimore, MD 21227 

Epyx 

600 Galveston Dr. 
Redwood City, CA 94063 

Hero Software 
P.O. Box 699 
Aptos, CA 95001 

Interstel 
P.O. Box 57825 
Webster, TX 77598 

Lucasfilm 

P.O. Box 2009 

San Rafael, CA 94912 

Maxis 

1042 Country Club Dr. 
Suite C 

Moraga, CA 94556 

Milton Bradley 
443 Shaker Rd. 

East Longmeadow, MA 
01028 

New World Computing 
20301 Ventura Blvd. 
#200 

Woodland Hills, CA 
91364 

Ocean Software 
1855 O'Toole Ave. 

Suite D-102 
San Jose, CA 95131 


Origin 

110 Wild Basin Rd. 

Suite 330 
Austin, TX 78746 

Sierra On-Line 
P.O. Box 495 
Coarsegold, CA 93614 

Sir-Tech Software 
P.O. Box 245 
Charlestown Mall 
Ogdensburg, NY 13669 

The Software Toolworks 
60 Leveroni Ct. 

Novato, CA 94949 


SSI 

675 Almanor Ave. 

Suite 201 

Sunnyvale, CA 94086 
SSG 

1747 Oleans Ct. 

Walnut Creek, CA 94598 

Ubi Soft 

1820 Gateway Dr. 

San Mateo, CA 94404 

Virgin Mastertronic 
18001 Cowan St. 

Suites A & B 
Irvine, CA 92714 
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Loose in the Sky 
with Diamonds 


Soar into Continuum for a new and 
different journey. Explore a vast geomet¬ 
ric labyrinth of shapes and colors in 
search of the 16 crystals and 16 cubes 
needed to complete your quest. 

At the helm of your Mobile, cruise 
through 12 maze regions and 256 
unique rooms - where the laws of 
gravity and physics need not apply. 
Navigate through force-fields and 
counter-forces that'll knock you 
off a platform or straight up in 
the air. 

A few wrong turns and , 

you could end up back where i 

you were several rooms ago m 

- wherever that was. So m 

plot your course wisely m 

and track all your moves. m 

Enjoy your trip M 

without the pressure of A 

a time clock - mm 

Continuum is not a mm 

race. It's an explora- M 

tion. And with so m 

many decisions to m I 

make and routes m I ^ 

to take, your m I 

strategy for m I 

each new jour- M ■ 

ney shapes a ■ 

adven- 

time you 


Continuum. 

A New Dimension of Gaming 


Data East USA. Inc.. 
(408) 286-7074. 
CONTINUUM: TM 
Infogrames, SA. Unit 








Personalities 

you... 


hundreds n< 
lm agihative creatures 


9s you discover tho 

Wonder o fmagi c he 


of fantasy! IVatlr>9 World 


Feel the Power. Experience the Magic. 

SPECIAL FEATURES OF MIGHT & MAGIC III: 

• Mesmerizing graphics created by the industry's top animators. 

• Stunning music, sound fx and speech adding a "3rd dimension" of play! 

• Easy to start playing, instantly absorbing, addictively challenging. 

• Guaranteed to stimulate your imagination for up to hundreds of hours! 

• NOTE: Former experience with previous Might & Magic's is not required. 

Available at your local software retailer or direct fr'om New World at 1 - 800 - 794-0609 
(or, 1 - 818 - 999-0607 outside U.S.) • P.O. Box 2068 Van Nuys, CA 91404 

dgpyright © 1991 Might & Magic is a registered trademark of New World Computing, Inc. 
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is made from these scans, nor do we offer anything 
available from the Publishers themselves. 


ross anyone selling releases from 
not support them and do let us know. 


Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 


People interested in helping out in any capacity. 
Please visit us at www.retromags.com 


Thank you! 



